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WHERE.DREAMS ARE DRIVEN 


Your brother is missing, maybe dead. You must climb the Himalayas to find him. Encounter an ancient 
curse, ghosts and demons. Defeat these souls to release the spirits that will show you the way. But 
once you reach the top, the question remains. Is your brother still alive? 


Test the game and learn the mythical background of the Himalayas at: Cursedmountain.deepsilver.com/us 


* Wii 
D P SILVER il. 


© Deep Silver Inc., Hermosa Beach, USA. Subject to change. ‘Trademarks are property of their respective owners, Wii and the Wii logo are trademarks of Nintendo. 


GAMEPRO 
X Features 
cies a d 


EXCLUSIVE: The Assassin's Creed franchise goes huge 


with a killer new game, a film series, and a PSP adven- 
ture that ties them all together. 


The GamePro editors craft a list of 16 intriguing 
games that have slipped under the radar. 


Want to work in the video game industry? Learn about three top schools 
and what your options are, even in this shaky economy. 
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Up-close examinations of the new crop of game peripherals, including: 
DJ Hero, Project Natal, Sony's "Magic Wand", Beatles Rock Band, and 
Guitar Hero 5. 
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Feedback 86 


Parting Shot 


Kojima on Metal Gear 
The father of Solid Snake opens up about 
his two very different Metal Gear projects, 
as well as his feelings on war in today’s so- 
ciety. Get inside the head of one of gam- 
ing's most proficient developers. 


A Boy and His Blob 


After nearly 20 years, A Boy and His Blob is 
returning to home consoles, and it's com- 
ing with an adorable new art style. Check 
out the cool transformations you'll be try- 
ing in the upcoming revival. 
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Sneak Previews 


The Beatles: Rock Band (PS3, Xbox 360, Wii 
Borderlands (PS3, Xbox 360, PC)... 
Brink (PS3, Xbox 360, PC) 
Dragon Age: Origins (PC). 
Forza Motorsport (Xbox 360)... 
Guitar Hero 5 (PS3, Xbox 360, Wii, PS2) ... 


James Cameron's Avatar 
(PS3, Xbox 360, Wii)... 


Muramasa: The Demon Blade (Wii) 
Need for Speed SHIFT (PS3, Xbox 360) .. 
Ninja Gaiden Sigma 2 (PS3).... 


Star Wars The Clone Wars: Republic Heroes 
(PS3, Xbox 360, Wii, PS2, DS, PSP, PC)... 


The 7 Best Fireballs 


Watch that mp! Fireballs have been an inte- 
gral part of video games for decades now, 
and they show no sign of cooling down. 
We've picked seven balls of flame that have 
been scortched into our memories. 
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Rhythm Destruction 
We chat with the latest GamePro Labs 
team, RuuuCreation, about their upcom- 
ing music-based shooter, Rhythm De- 
struction. Find out how an independent 
game creator handles Microsoft's devel- 
opment system. 
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Reviews 


Batman: Arkham Asylum 
(PS3, Xbox 360, PC) 


Dissidia: Final Fantasy (PSP) 
Fate/unlimited codes (PSP)... 
Heroes Over Europe (PS3, Xbox 360). 
Madden NFL 10 (PS3, Xbox 360) 
NCAA Football 10 (PS3, Xbox 360, Wi 
Wii Sports Resort (Wii)... 
Shadow Complex (Xbox 360)..... 


Diamonds in the Rough 


One ofthe great frustrations ofthis job isthe fact 
that so many great, original games go underap- 
preciated and underreported. The reasons are 
many but, in a nutshell, smaller titles often have 
a small (or even nonexistent) marketing bud- 
get, which means we may not have a chance to 
see or play them before they're released into a 
crowded marketplace. 

This month, we're fixing that. The GamePro 
editors have identified 16 games that deserve a 
closer look, rounding them up into a definitive 
guide. Don't ignore these games! 

In fact, this article was such a great read that 
it even inspired me to craft my own list of un- 
derappreciated games. But rather than focus on 
games coming outin the next year or two, I’m se- 
lecting games that are already out, games from 
my own history. In some cases, games that are 
almost 20 years old! 

At any rate, here is my collection of 5 under- 
appreciated games that have redefined video 
gaming in ways both large and small: 

1) System Shock 2 (PC): The best horror game 
ever devised, with some ofthe finest writing and 
dialogue l've ever encountered in any medium. 
2) Buck Rogers: Countdown to Doomsday (Gen- 
esis, PC): A groundbreaking open-world RPG 
that laid the foundation for Mass Effect...but 17 
years earlier. 

3) Duke Nukem 3D (PC): The sex and violence 
were only part of the story. Some 13 years later, 
this game is still unmatched in its interactive 
environments. 

4) Castlevania: Symphony of the Night (PS1, 
PS3, XBLA): The best side-scrolling adventure 
ever made, with unprecedented replay value 
and a stunning soundtrack. 

5) Thief: The Dark Project (PC): A revolution in 
stealth gameplay, arguably having a greater in- 
fluence than even Metal Gear Sold. Both games 
were released weeks from each other. 

Got any games to add to the list? You know 
where to find me. 

Sid Shuman 

Senior editor, GamePro 

Sid shumanGgamepro.com 
Twitter.com/SidShuman 
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For an online co-op shooter, Borderlands has some incredibly satisfying melee combat, thanks to the bruiser 
on the left. The collectible guns, armor, and items will keep us playing for months—this one has real promise. 


BORDERLANDS P: 


MAX PAYNE 3: 


Bringing the character count to 42 playable fighters, Tekken 6 will 
also include a beefy new co-op "Scenario" mode for earning items. ~ 


TEKKEN 6 
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Mass Effect 2 is shaping up to be a far more visceral, action- 
packed game. But the pre-apocalyptic storyline is still king. 


Mass EFFECT 2 
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* ASSASSIN'S CREED II UNCHARTED 2: AMONG THIEVES 


The storyline is more serious this time, but it’s the custom character | 
loadouts, including new gun mods, that will keep you playing online. 


BATTLEFIELD: BAD COMPANY 2 


BAYONETTA 


" BATTLEFIELD 1943 
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KATAMARI FOREVER 


AVAILABLE OCTOBER 27, 2009 
p FORZA.XBOX.COM 
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Forza Motorsport 3* is only available on Xbox 3608:Offer available while 
Supplies last, at participating retailers. Requires access to Xbox LIVE. 
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Batman's glide kick make a stealthy kill. For bare-knuckle 
brawls, it's all about the bonus Challenge Rooms. So fun! 


BATMAN: ARKHAM ASYLUM 


MARVEL Vs. CAPCOM 2 


Left 4 Dead 2 adds many new weapons. You haven't lived 
until you’ve beaned zombie brains with the new Frying Pan! 


LEFT 4 DEAD 2 


/ OPENING SHOTS 


Two-player co-op is still the focal point, with new moves such as the “mock 
surrender” and sprinting. Can you survive the crumbling city of Shanghai? 


TAR WARS: THE OLD REPUBLIC Pc 


2 “ITS A FRESH AND INVENTIVE TAKE ON 
v: ng VIDEOGAME ZOMBIES... UNDEAD KNIGHTS 
OW IS LOOKING BRUTALLY STUPENDOUS.” 


“UNDEAD KNIGHTS. THE GORY, 
SEMI-COMICAL, SEMI-HORRIFI 
ACTION GAME FROM TECMO, 
GAMEZONE 


Blood and Gore 
uage 
Themes 
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WWW UNDEADKNIGHTSCOM 


Undead KnightsTM. ©2009 Tecmo, LTD. Tecmo is a registered trademark of Tecmo. LTD. "PlayStation", the "PS" Family logo and "PSP" are registered trademarks of Sony Computer Entertainment Inc. Memory Stick Duo™ may be required (sold separately). The ratings icon is a trademark of the 


Entertainment Software Association, 


Imagine a LEGO Star Wars title that's focused on action and 
combat, and you'll see Republic Heroes’ appeal. Fun co-op! 


“STAR WARS THE CLONE WARS: REPUBLIC HEROES Ps 
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A PS3 revamp of Ninja Gaiden Il on the Xbox 360, Sigma 2 will drastically 
reduce the blood and gore of previous Ninja Gaiden games. Say it ain't so! 


*" NINJA GAIDEN SIGMA 2 


FOR 30 YEARS, THE COVENANT HAVE BESIEGED OUR CIVILIZATION, 
ANNIHILATED OUR CITIES, AND GLASSED OUR PLANETS. IT ENDS NOW. 
IT ENDS WITH YOU. VOLUNTEER FOR SERVICE AND FIGHT SIDE-BY-SIDE 
WITH THE FIERCEST WARRIORS THE HUMAN RACE HAS EVER KNOWN: 
THE ODST. JUMP INTO HELL—FEET FIRST. AND WHEN THE COVENANT 
LOOK TO THE HEAVENS AND SEE OUR JUDGMENT RAINING DOWN, THEY 
WILL UNDERSTAND THAT HUMANITY’S LAST BREATH IS NOT SO EASILY 
EXTINGUISHED—AND THEY WILL KNOW FEAR. 


PREPARE TO DROP 


MATURE 17+ 


Blood 
Language 


Violence XBOX 


Live, Microsoft = BUNGIE HALO.XBOX.COM 


© 2009 Microsoft Corporation. Bungie, the Bungie logo, Bungie.net, and the Bungie.net logo are registered trademarks, of Bungie LLC, and are used with permission. All rights reserved. 


Blood and Gore 
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Suggestive Themes a, A 1 
Violence 
ESRB CONTENT RATING  www.esrb.org 9 ] =] =. ae TECMO eal 
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LIES AHEAD. 
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WWW.NINJAGAIDENGAME.COM 


Entertainment inc. The PlayStation Network Logo is a service mark of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Entertainment Software Associ 
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i > Southwest Airlines Ultimate Gamer 
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> Warheads Extreme Sour Face-Off cc 


> Fast and Furious The Game 
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Log on for 2009 tour information! 
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. ©2009-2010 Major Gaming Championships LLC. 
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SULID ANSWERS: 
KOJIMA TALKo! 


Hideo Kojima reveals the latest secrets on his two new 
Metal Gear Solid projects. 


This game is a Metal Gear Solid 5-class game. | am supervising, 
designing, producing, directing, and editing this title together 
with the MGS4 team. Therefore in that sense, “Metal Gear 
Solid” has not ended, and the “Metal Gear Saga” continues. 


The game will be stealth-action based. | can't reveal too many 
details yet, but we are implementing features that can only 
be realized on the PSP platform that | believe everyone can 
look forward to. The game will be a little different from the 
Metal Gear Solid that players have come to know. However, 
the story can be replayed numerous times and the game is 
full of challenges to complete, so | feel that this title will re- 
ally satisfy players with its long-lasting play time. Just as an 
example, do you recall the cardboard box at the end of the 
Peace Walker trailer? In addition to that two-man box, we are 
preparing a variety of other different cardboard boxes this 
time around. 

You can, how shall | say...customize Snake according to 
your preferences and determine what kind of soldier you will 
use prior to embarking on your mission. For example there’s 
heavy gear configurations that make a lot of noise, but that al- 
low you to equip numerous weapons. Or, there are other con- 
figurations that won't allow you to carry many weapons, but 
will allow you to be light on your feet. We will be preparing a 
variety of other types as well... 


wr 


The Metal Gear Solid series has always featured "Anti-war" and 
“Anti-nuke” themes. [Metal Gear Solid: Rising] is no exception. 

In the event of an attack from a neighboring country, | be- 
lieve that finding a solution through diplomacy is ideal. How- 
ever, the fact is that even peaceful countries with no intention 
of retaliating still maintain armies just for the sake of deter- 
rence. | am sure there are varied opinions regarding this sub- 
ject, but | believe that it is our generation's role to "create peace 
through discussion.” 
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METAL GEAR SOLID: RISING 


METAL GEAR SOLID: PEACE WALKER 


An NES classic is reborn on the Wii. It’s a boy! Technically, it’s A Boy and His Blob. 


| i most newborns, 


Let's face facts—being called a blob probably sets the bar pretty low in terms of 
assumed speed. Not having legs probably also impedes this cute little creature 
on the track. Once it transforms into a rocket ship, though, expect the stages to 
become a blur. Hang on, boy! 


The blob's natural form has it standing upright... 
sorta. If those inflatable bop bags mated we 
played with as kids mated with a bowl of Jell-o, 
andan adorable pixie hitthe fetus with her magic 
wand, it would be this cutie-pie pile of goo. 


When the boy needs to make his way to a far- 
away place, the blob can get him there. Like a 
circus duo, the blob will turn into a cannon and 
shoot the somersaulting boy to great heights. 


When an enemy is just outside of attacking 
range, the boy and the blob can work together to 
take them out. Forming a small ball, the boy can 
roll the blob into enemies and knock them out like 
bowling pins. Strike! 


€ 


When the action gets too intense, the blob 
will shield the boy from harm. By becom- 
ing a ball and encasing the boy inside, the 
blob can take damage while the boy re- 
mains unscathed. 


When an enemy has set its sights on the boy and 
won't quit until it finds him, the blob needn't fear. It 
can transform into a shape similar to the boy, though 
it lacks human features or clothing. Fortunately, most 
enemies aren't smart enough to tell the difference. 


The blob knows way more than jack, 
but the car-jack-esque form will allow 
the boy to lift large objects without 
excessive strain. He is, after all, still 
growing up. 


< This isn’t really a transformation, 
E 3 (ER but we can't get enough of seeing 
this cute duo hug it out. Aww... 


= Best VIDEO 
GAME VIRAL ADS 


With the help of pop-up blockers, DVRs, and notoriously short attention spans, savvy gamers can spurn marketers’ 
loud, flashy advances more easily than ever before. So, how's a video game publisher to put bread on the table? By 


— 


getting creative, of course. By Nathan Grayson 


Twice have mere mortals had the gall to insult Cooking Mama, and twice they have faltered. First, PETA 
took a swing at the fiery chef, so Mama responded in turn. That is to say, Majesco put out a press re- 
lease with comments from a fictional character. Activision's ill-named Science Papa received a similar, 


UAW ANKIUSTANINALS g^ NDA N though far more personal tongue-lashing (apparently, the two dated "briefly"). 


yo gr um 


: “Just say Infer-NO?" "EA = Electronic Antichrist?” Sure, those and other such picket sign gems had us 
wondering if this E3's Dante's Inferno protest was bogus (shocking truth: it was dreamed up by an ad 
agency), butthey also had us in stitches, which is never a bad thing. What was bad, though, was the Comic- 
Con promotion that asked show-goers to engage in "Lust" by ogling booth babes. Bad form, EA. 


A recent inside look at Red Faction's development process depicted a developer under the tyrannical 
rule of one ostrich-obsessed man, and gave birth to phrases like "Ostracized!" and "Emu-lation!" The 
best part, though? The Ostrich Hammer wasn't a joke, and is an unlockable in Red Faction Guerrilla. 


There are plenty of great viral ad campaigns associated with gaming, but this one's the grandpappy of 
them all. | Love Bees had thousands of participants answering payphones, solving puzzles, and listen- 
ing to cryptic audio logs—all in an effort to suck what little Halo 2 info they could from Bungie's barely 
cracked lips. 


If | Love Bees is the grandpappy of viral video game marketing, The Wizard is the grandpappy of alter- 
native video game marketing in general. Hitting theaters in 1989, The Wizard was a movie starring Luke 
Edwards, Fred Savage, and some other people, but honestly, it was really a Hollywood-directed com- 
mercial for Super Mario Bros. 3. 


THE WIZARD OF OZ 

TOTH ANNIVERSARY ULTIMATE COLLECTOR'S EDITION 
That's right—The Wizard of Oz. This 1939 classic is 
one of the most beloved films of all time. Sure, it's 
been issued on home video several times, but this 
Ultimate Edition of Oz promises the best-looking 
version yet, as it's struck directly from the original 
Technicolor negatives for the Blu-ray debut. The 
sound has been given equal restorative treatment 
and has been remastered in Dolby TrueHD. The 


Collector's Edition has more than four hours of 
extras, including trailers, featurettes, The Magic 
Cloak of Oz (rare) complete 1914 silent film, and 
more. The only thing that appears to be missing is 
a The Dark Side of the Moon audio track... 
warnerhomevideo.com 

$69.92 (DVD); $84.99 (Blu-ray) 


STAR TREK: FIRST CONTACT 

The 2009 reboot (on home video in November) 
aside, the top two movies among Star Trekfans are 
The Wrath of Khan (1982) and First Contact (1996). 
We give the latter the edge—if not for the excellent 
special effects and sturdy pacing, then for Patrick 
Stewart's effective performance ("The line must 
be drawn here!”) as a vengeful Capt. Picard out 
to exact his ton of flesh from the Borg, led by the 
oddly seductive Borg Queen (Alice Krige). The Blu- 
ray edition features DTS-HD Master Audio and a 
host of exclusive extras: commentary by actor and 
director Jonathan Frakes, a tribute to composer 
Jerry Goldsmith, the Borg Collective featurettes, 
BD-Live content, and other goodies. 
paramounthome.com 

$12.99 (DVD); $24.99 (Blu-ray) 
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THE 7 BEST VIDEO GAME T ir “i aK es 


Trying to get around Hyrule has always been an adventure, 
but the River Zoras can sometimes make it a giant pain in 
the butt. Not only do these amphibious pests hide in the 
water, popping out to shoot fireballs at your ass before hid- 
ing again, but some of these freaks will even get out of the 
water and chase you around. And we thought Girl Scouts 
were pushy. 


In BioShock, you obtain this flesh-scorching plasmid fairly 
early on in the game, and while you collect a number of 
other plasmids as you progress, everything from Teleki- 
nesis to summoning a swarm of murderous bees, there’s 
nothing quite as satisfying as engulfing adversaries in 
flames with BioShock’s Incinerate. 


Before players met one of the most memorable villains in 
video game history, they were faced with one of the most 
memorable fireballs. In Super Mario Bros, when your char- 
acter gets roughly two-thirds through the dungeon stage, 
a series of football-shaped fireballs start to fly in from off- 
screen, from King Koopa, the soon-to-be-revealed captor of 
the Princess. 


For the most part of any Final Fantasy game, you're always 
stuck for the longest time with a sad little fire spell, but 
when you finally get Firaga, it's a whole different (fire) ball 
game. Firaga is hands down the best fire spell in most Final 
Fantasy games, and the little pyromaniac in all of us just 
loves to burn every annoying random enemy in the game 
with this massive ball of flaming death. 


Eddie Riggs 


(Brütal Legend) 


Star Power: Can lead troops when he takes flight as a demon. 


Allies: Ozzy Osbourne and Lemmy Kilmister. 
Umlaut Energy: It’s on his game. 


Outfit: Typical roadie gear, except for an enchanted belt-buckle. 


OUTCOME: ` 


Voice: Superstar comedian Jack Black. 


| Upon hearing thata roadie is reinventing rock, Lar: 

. die Riggs’ world to enagage in a battle of the bai 

| rock gods stand across from each other, their guitars a 

| ons. Lars quickly busts out a verse of "Through the Fire 
wowing the audience, and stunning his opponent. A sudden burs f 


_ fright scares Eddie, and he's unabi 


to put together a cohe 


A good chunk of playing a Doom game is spent evad- 
ing the bluish flaming discharges of Cacodemons, the 
green globs of flame from Barons of Hell, or regular old 
fireballs spewed forth from Imps and those repulsive 
obese monstrosities called Mancubi. Without ques- 
tion, there’s no shortage of fireball varieties in this first- 
person shooter. 


This mystic ball of flaming energy pretty much won the 
fight in a single hit during the original Street Fighter, 
and it’s only gotten more flashy as the years go on. 
Over 20 years, we've seen blue, yellow, white and pur- 
ple Hadokens, but our favorite is still red. In certain 
Street Fighter games, Ryu and Ken's trademark attack 
not only did some serious damage, but it could straight 
up set people on fire. 


There is perhaps no fireball more 
iconic than the one shot from the fist 
of the famous moustached Mario 
Brothers. When Mario or Luigi snags a 
fire flower, not only do they get a nifty 
wardrobe color change, but they also 
obtain the power to shoot unlimited 
fireballs until they are hit again or col- 
lect a different power-up. 


Lars Umlaüt 
(Guitar Hero World Tour) 


Judi Nails, Axel Steel, and Midori. 
It's in his name. 
Black leather pants, spikes, and KISS-style makeup. 


ish his walk, however, as Eddie 
asts off an epic solo, and incin- 


(—] Can get a crowd pumped when songs are played correctly. 


WHAT MATTERED THE MOST 
WAS REMEMBERED THE LEAST 4 
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Disney Y SQUARE ENIX 


9/29/09 


www.kingdomhearts.com 


Play alone or with up to 4 friends in the Appearances from familiar Disney characters, such 
series-first multiplayer mode! as King Mickey, Aladdin, Tinker Bell, and more! 


EVERYONE 10+| 
NINTENDO RDS. SQUARE ENIX 
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RHYTHM DESTRUCTION BY 
RUUUCREATION 


GamePro: How did you get 
programming? 

Chris Wingard: | remember when | was about 
eight years old, a friend and | were discussing 
what we wanted to do when we grew up and | re- 
member saying | wanted to make Mario. After | 
graduated from Full Sail in Orlando, | worked at 
EA for a while on the NCAA and Madden games 
before finally starting on my own game, Rhythm 
Destruction, along with Nik Mueller, who is creat- 
ing the game’s art. 


into game 


GP: Where did you get the idea for Rhythm 
Destruction? 

CW: Rhythm Destruction is a half music game, half 
top-down shooter that looks like an action game at 
first glance, but plays more like Dance Dance Rev- 
olution. | always wanted to make a music game 
because I’m a huge fan of DDR and the In The 
Groove arcade games but | did not want to copy 
them. So | combined aspects of those games and 


GamePro Labs is giving up-and-coming developers the 
tools they need to publish unique and interesting new 
games. The latest GamePro Labs title that's receiving the 
spotlight is Rhythm Desctruction, a game that cleverly 
mixes shooting and rhythm-based elements. We spoke 
with the game's developer, RuuuCreation, about the 
game's progress and the development process. 


a top down shooter because it's another one of 
my favorite genres. What came out in the end is 
a game that is easy to pick up but extremely dif- 
ficult to master. 


GP: How far along is the game? 

CW: Rhythm Destruction is in a stable alpha state 
at the moment running at 60 frames per sec- 
ond. Lately l've been spending very little time 
coding as | spend most of my days building lev- 
els for the game. There are 20 songs with 3 diffi- 
culty levels each. Every stage for each difficulty 
is unique so I’m building out 60 levels mostly 
by myself. Each level takes anywhere from 4 
to 12 hours to complete a first draft that's play- 
able. So as you can imagine l've been pretty 
busy. l've also been working on the online leader 
board system, which | think will add a lot of re- 
play value. It will track high scores, overall scoring 
average, total play time, and a lot of other stats. 
We are on track to have the game finished by 
March 2010. 


GP: What's been the most challenging aspect of 
development? 

CW: Without a doubt, handling the enemy man- 
agement. First, | have to build out a “note chart” 
and place markers on different beats of a level's 
song, much like a Dance Dance Revolution level. 
Each of those markers corresponds to a particular 
enemy that will attack the player. | then assign a 
movement path and spawn location for every en- 
emy. The original enemy editor | made took way 
too long to use. | would spend about an hour just 
to place a handful of enemy units. With my latest 
editor | spend around a minute per enemy. 


Another issue | came across early on in de- 
velopment was finding music for my game. A 
music game without good music isn't much fun. 
My favorite game of all time is In The Groove. | 
even own the full arcade cabinet in my garage! 
So | contacted Kyle Ward at SCI Recordings, 
one of the guys who created most of the origi- 
nal music for In The Groove, and he was excited 
about my project and glad to contribute. They 
are providing almost all the music to Rhythm 
Destruction, which is like a dream come true 
for me. 


GP: What do you think of XNA as a programming 
platform? 

CW: | love how easy it is to just pick up and start 
a project and get quick results. When | started 
Rhythm Destruction | had a working prototype 
within a week. The community websites, like Zig- 
gyware and the XNA Creators Club, have been 
very helpful as well. 
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MOTION CAPTURE 


EVOLVED 


GamePro gets the first look at NHL 2K10's cool new motion capture technology! 


ture event at Caesar’s Palace recently, and 

while the famed Roman emperor wasn't 
there, plenty of NHL stars were present. The 
event was a double debut: The first being Alexan- 
der Ovechkin, the two-time NHL MVP, as the cover 
athlete for NHL 2K10 as well as the world debut of 
a brand new motion capture camera. 


2: Sports recently held a special motion cap- 


A New Era in Motion-Capture Tech. 
Vicon, an industry leader in motion capture since 
1984, brought out 60 of their brand-new cameras 
to the event. What's so special about these cam- 
eras? According to a Vicon representative, the 
previous motion capture cameras shot at 4MP 
where as the ones used at the event were running 
at 16MP. With four times more power, it allows for 
closer, true life detail that could not be achieved 
with previous technology. There's no doubt that 
they have set the new industry standard. 

"These cameras are four to five times better 
than what we have in our own studio," said 2K 
Sports' Mike Rhinehart. "So, the data we capture 
out here, even though we're outside, even though 
there are other interferences going on, the data is 
more accurate. It's going to be better." 

The motion-capture session featured Alexan- 
der Ovechkin from the Washington Capitals and 
Ryan Kesler from the Vancouver Canucks, both 
of whom were in town for an NHL Awards Show 
which took place later that week. The stage was 
set with "synthetic ice," or as | would describe 
it, greased up plastic. As the media swarmed for 
photos, the players got out onto the synthetic ice, 
where it became obvious that some skating ad- 
justments had to be made. Being NHL all-stars, 
they quickly adapted to the altered conditions. 

You'll notice in the pictures that there are 
some intense red lights that give the venue a hue 
that makes it look like the surface of Mars, but 


those are actually the cameras and they use that 
red light for reflective purposes and the actual 
data capture. 

As the event progressed, media, and fans out- 
side the gates, watched as both athletes did goal 
celebrations, ran passing drills, and even motion 
captured stick flex on slap shots to capture their 
"signature styles." The only thing missing a mo- 
tion capture was a Zamboni and driver for sig- 
nature style ice grooming or maybe announcer 
motion capture since San Jose Sharks announcer 
Randy Hahn was on scene for the event. 


All-Stars on The Strip 

Once, the MoCap was said and done I was able to 
get a briefly chat with Ovechkin and Kesler. The 
overall vibe from the athletes were that they had 
fun being able to skate in the middle of the Las 
Vegas strip. 

When | asked Kesler what it was like to be play- 
ing alongside Ovechkin he responded, "I'd much 
rather be passing to him than defending (against) 
him.” I’m pretty sure everyone in the NHL feels 
that way. 

The event was not without a demo of NHL 
2K10. Check out GameProSports.com for a more 
in-depth look at the game.—Drew Fama 
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...efront...Homefront...Homefront... 


be It’s a bummer, but | think 
this is a smart move for both games. They’re both 
huge, ambitious projects that could probably use 
a few extra months of polish, and a spring 2010 
release will help them stand out...’ 
to s tal. It'll be 
eine with Windows PCs, for example, so 
we could be one step closer to Tom Cruise’s ho- 
lographic computer from Minority Report. Sec- 
ondly, I’m hearing that some games may simply 
use Natal for voice recognition, leaving the con- 
trols on the familiar, comfy Xbox 360 controller. 
Imagine selecting magic spells with your voice in 
Fable II, while IRE onthe controller; and you'll 
see the potential here...» Been ) rific 
J ;. BioShock 
director Ken eine recommended this puppy to 
me and, by god, that man has impeccable taste in 
comics. If you loved Watchmen, pick up Alias (no 
relation to the show) today... ito Sony 
)ne 
Im personally hoping for Disruptor— 
InsomniacGames'firstgame, acoollittleFPS. What 
PSOne games would you like to replay again?... 


Good for them! Happy to see the legacy live on, 
but | wonder if the Mortal Kombat crew will make 
the jump or start their own studio, as has been ru- 
mored... GamePro poc 
It's called Thirsty Thursday Games & Beer, and 
you can find it on iTunes and GamePro.com ev- 
ery Thursday: Be warned: it gets a little rowdy... 
1 d 
The "monsters" are mutant c cows. You 
read that right: mutant cows. ui you'rea horronfan, 
pick up the DVD. Mooool...: 
If you've ever loved a Metroid 
or Castlevania: Symphony of the Night, check it 
out on XBLA...e Then march your- 
self straight to an Apple store and buy the Power 
Supply brand anti-glare film to cover your screen. 
You can thank me later... 


Shoe's a really nice guy, a rare Internet 
celebrity who lives up to the hype. He crushed me 
in Soul Calibur IV, but that’s only because | was 
stuck with the Xbox 360's Ep directional pado 
Next time, Shoe; next times r 


Pwned this month: 
Tom Cruise 
Mutant cows 

Sid (via Shoe) 


e-mail Sid: 
sid_shuman@gamepro.com 
Twitter.com/sidshuman 
Facebook.com/SidShuman 
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It doesn't matter if we're talking about Time Crisis, 
House of the Dead, or Duck Hunt, light gun games 
as a whole take a lot of the exertion out of play- 
ing video games. All you need is one functioning 
arm and decent vision for you to partake and ex- 
cel in them. 

But I’m not knocking light gun games. Resi- 
dent Evil: The Umbrella Chronicles and The House 
of the Dead games, are some of my favorite titles 
thatare devoid of many ofthe frustrations of more 
involved titles, including having to worry about 
where you're supposed to go next. 


While itis possible to play Dead Space without us- 
ing the game's built-in "never get lost option," for 
some gamers like myself it's just too hard to resist 
abusing this GPS. 

To activate Dead Space's objective finder, you 
click in the right analog stick (R3) and a glowing 
blue line will appearthat shows you exactly where 
you need to go. The point of the feature is to have 
alittle help during those times where you're really 
stumped Of course, if you're like me and love lin- 
ear games, you can just hitthis every few seconds 
to radically transform Dead Space from a fairly 
difficult survival horror game into a non-stop Nec- 
romorph slaughter fest. 


feel like a chore to play.—Patrick Shaw 


LEGO STAR WARS, BATM 
AND INDIANA JONES 


While there are a number of straightforward puz- 
zles featured in these tongue-in-cheek movie tie- 
ins, all ofthe LEGO games essentially demand only 
two things from the player: shoot/slash/punch 
through waves of enemies and press the continue 
button whenever you drop dead. The reason the 
slew of LEGO video games make it onto this list is 
because it's literally impossible to die in them as 
they supply you with infinite lives. No one likes dy- 
ing in games and the LEGO games are well aware 
ofthatas you can blast through levels as The Dark 
Knight, Luke Skywalker, or Dr. Jones with no re- 
gard for your own life. 


Osages s 00:40:55 


What’s lazier than a video game where you don’t 
even have to pick up the damn controller? In or- 
der to get your little translucent jelly man to run 
around a track, knock blocks off of a tower, or en- 
gage in any of Let's Tap's other mini-games, all 
you do is set the Wii Remote down on a surface 
such as an empty pizza box on your granny's cof- 
fin, and tap near the controller, which then senses 
your vibrations--that's it! You could be half dead, 
lying down on the couch with your face turned to- 
wards the television screen and you should still 
be able to muster up the strength to lift your index 
finger up and down. Now that's gaming! 


et's face it—for the most part, video games are only demanding less 
E. less from the player, especially with beginner difficulty set- 
tings and tutorials coming standard with most new games. 

But that's not necessarily a bad thing, is it? Not every game 
has to be über grueling. Remember the old days when some 
games only supplied you with one life and once your health 
bar was depleted you were forced to start from the very be- 
ginning? We take a look at several great games that don't 


Similarly to the way several video games for the iP- 
hone are played, in the LocoRoco games, tilting is 
really the only thing you do to get through levels. 

In the games you move your LocoRocos by 
pressing the PSP triggers to tip the world, which 
causes gravity to propel those cute gelatinous 
singing balls through levels. The only other thing 
you have to worry about while playing the game 
is jumping. Which, of course, is accomplished via 
the triggers. 


NEW SUPER MARIO BROS. WII 
(WITH DEMO PLAY) 


Gonna) CMD 


On one hand, a game that literally plays itself 
sounds pretty progressive. On the other hand, it 
more or less eliminates all the challenge. What's 
the point of even spending fifty dollars on a game 
if you're just going to hit a button that does ev- 
erything for you? Editorial Intern Sean Mirkovich 
astutely commented that "it's sort of like paying 
someone to eat your ice cream for you." 

Now that Nintendo has spilled the beans on 
their new "Demo Mode" feature, you can just 
have the game's Al think for you! If only real life 
had a Demo Mode for times where you just want 


to turn off your brain. 
2009 // 3 1 
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This warthog-ish grunt is one of the many enemies you'll find in the wasteland. 


BORDERLANDS 


Andy Burt, Travis Moses, Tae Kim, and Sid Shuman cover the finer points of the futuristic FPS-RPG Borderlands. 


orma 


orderlands is Gearbox Software's lat- 
B: opus, combining swift FPS action, 

deep RPG character development and 
the ever-popular "loot-collecting" mechanic, 
which will grant players with a virtually limit- 
less smorgasbord of weapons and upgrades. 
With an expansive open world and a slick cell- 
shaded art style, Borderlands is one FPS-RPG 
to keep both eyes peeled for when it releases 
this October. Read on for GamePro's roundta- 
ble discussion of all things Borderlands! 


So after an hour or two of Bor- 
derlands hands-on time, | feel it's safe to say 
that I've found the online game l'Il be playing 
most this fall. 


1 do think it will be fun to play on- 
line (the four-player co-op was really fun) but 
I can see myself sinking hours into the single- 
player game; l'm interested to see just how big 
the world of Borderlands turns out to be. Fall- 
out 3 big? 


l agree that it will be best played 
online with friends, but it’s one of those games 
you are going to play offline, too. | plan to sink 
hours into offline play collecting all the weap- 
ons | can to show off to my friends. | might 
even share if you're nice. 


| thought the multi-player was pretty 
cool. | had a tough time figuring out my char- 
acter but once | got into the role (I was Ro- 
land, the soldier, with a support role skill set) it 
started to click for me. Instead of trying to kill 
enemies, | concentrated on laying down auto 
turrets that not only damaged the enemy but 
healed nearby teammates. 


Oh, that's cool. | was Lilith the 
phase walker. She could turn on an invisible 
Predator-like cloak and sneak up behind ene- 
mies. When she exits the phase walking state, 
she fires a damaging pulse (AoE). Other than 
that, she felt pretty weak and took heavy dam- 
age when | tried fighting in the front lines with 
Sid's Brick tank character. 


That's different than the original 
plan for Lilith —l think she was originally go- 
ing to cast spells that slowed down enemies in 
temporal fields. 


The influence of Call of Duty 4 con- 
trols (which really nailedtheFPS control scheme) 
is there, and Gearbox was wise to follow in its 
stead. As far as weapons go, | feel like Border- 
lands will start feeding you standard weapons 
in the beginning, but as you progress in levels, 
you'll find odder (and cooler) weapons. 


Release Dat 


| thought the weapons were varied 
and awesome but what | didn't like was the 
fact that it was so hard to differentiate be- 
tween them. | remember picking up like ten 
different guns over the course of my single- 
player time and | had no idea what was what. 
The controls were pretty damn slick though. 


When we first jumped into co- 
op | chose the tank-like character Brick. Man, 
that guy has awesome strength, but | realized 
while playing that I'll definitely have to figure 
out some kind of plan of attack using him. Of- 
tentimes l'd run up to enemies to try and bash 
the crap out of them with my fists, only to find 
myself dying on the ground while stronger en- 
emies swarmed. 


| really like the comic-book style 
graphics. The graphics make the game less in- 
timidating for how deep and involved it truly is. 


| also hope we get to see more 
inventive looking enemies later in the game. 
Some ofthe humanoids were pretty entertain- 
ing—the vicious midgets and the deformed 
raiders looked cool—but many of the enemies 
seemed a little generic. l've seen concept art 
of other enormous aliens, so l've got my fin- 
gers crossed for some epic boss encounters. 


Tae Kim: Am I the only one who thought that the 
quest system was a bit shallow though? They all 
seemed to be simple FedEx quests or the “kill X 
number of this enemy” variety. | hope they have 
some more meaty quests in there. Although, 
one of the PR reps called it a “first-person RPG” 
which seemed pretty accurate to me. 


Travis Moses: Sid said the same thing. Although 
Randy referenced World of Warcraft a lot and 
WoW quests can get pretty interesting and de- 
tailed, especially when playing with others. 


Andy Burt: Yeah, | think they were kind of 

ing us “baby steps” into the game by showing 
us extremely simple mission types, but | don't 
doubt that missions will become longer and 
more detailed'as you progress: I hate to make 
the Fallout 3 reference again, but | thoroughly 
enjoyed most missions in that game, although 
they were pretty long at times. | think Border- 
lands will go a similar route. 


Travis Moses: I’d like to see more variety in the 
environment: Shimmering caves, icy cliffs, 
and lava pits for example. Did anyone get to 
test out a vehicle? 


Tae Kim: There were vehicles? | wish | could 
have hopped in one of those buggies that the 
wasteland guys were in. Those looked sick. 


Travis Moses: Here's something you guys may 
have not noticed: if you melee a teammate a 
duel can be initiated. All the other player has 
to do is slap you back and a giant dome drops 
around the players to duke out whatever issue 
they have, wild west style. It's called demand- 


: No, | remember, because you initi 
ated one when | wasn't ready, and kicked the 
crap out of me. Jerk. 


CONTINUED > 


The environments in Borderlands are huge and impeccably 
detailed; notice the slick pseudo-cell-shaded art style. 


Though Borderlands is a first-person shooter, many RPG elements 
(hit-point and experience visualizations) are present during battle. 


V ams rm 
This quirky robot will give lead you through your first baby steps into the game world. 
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Four-player co-op is insanely addicting, and gamers will have to learn to fully 
utilize each of the four character classes to tackle some of the stronger enemies. 


Seriously? Whatafantasticidea. Maybe 
that'll cut down on some of the inane griefer 
shenanigans you get online sometimes. 


Tae, | hate to tell you, but I’m still 
going to steal your Cloudsong. 


Haha, well | guess it’s about time 
to wrap this up. For me, Borderlands’ big- 
gest selling point was the guns. Everywhere | 
looked, | found a different gun. Flaming sniper 
rifles, acid-spewing SMGs, heavy-hitting 
magnum revolvers with no frills...it’s shaping 
up to be a gun fanatic's wet dream. Pity you 
won't be able to mod them, but when you're 


WWW. 


talking about 1 million-plus guns, who's going 
to complain about a few silly weapon mods? 


I'm going to work on my Duel skills 
so Travis can't suckerpunch me again, and 
| really can't wait to try out the other classes 
| missed during the demo. | think Gearbox 
went the right direction with the classes and 
upgrade system; from the little | saw, the dif- 
ferent classes, endless amount of guns and 
intuitive upgrade system gives Borderlands 
quite a few selling-points for me. | can't wait! 


The guns are the biggest sell- 
ing point for sure, but RPG fans will also 


Andy Burt: www.twitter.com/Andy Burt 


Travis Moses: www.twitter.com/TravisMoses 


Tae Kim: www.twitter.com/TaelurKim 
Sid Shuman: www.twitter.com/SidShuman 


love the skill trees for each of the four char- 
acters and discovering different builds 
to make the baddest Mad Max of the 
Borderlands wasteland. 


I liked the smooth blending of FPS ac- 
tion with RPG-style quests the most. Watch- 
ing the classic RPG hit-point counters popping 
off my enemies’ bodies while | was pump- 
ing them full of lead was awesome. It's def- 
initely like Fallout 3 but with a much heavier 
emphasis on action. If they can nail down the 
quest system and make it as compelling, then 
l'm in. 


200DWOODMODS.COM 
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and the other new playable femme-fatales aren't just pure eye candy in 
2, as their stories will actually branch off during the single-player game. 


NINJA GAIDEN SIGMA 2 


The game lacks gore, but it brings a ton of new features to the plate. 


are synonymous with brutal violence, as 

both titles have showcased lead ninja Ryu's 
inclination to leave his enemies limbless, awash 
in crimson spray. Team Ninja has taken a differ- 
ent route for PlayStation 3-exclusive Ninja Gaiden 
Sigma 2 by removing a large majority of the blood 
and gore in an effort to move the focus back to 
gameplay. The resulting game might deter fans of 
Ninja Gaiden Il for Xbox 360, but Sigma 2 packs 
enough new features, playable characters, and 
gameplay tweaks that fans would be foolish to 
write it off as a PG-13 version of the game—in fact, 
it will carry a Mature ESRB rating. 


T: many, the next-gen Ninja Gaiden games 


Four’s A CROWD 
Sigma 2 allows players to choose from four char- 
acters to take on the single-player game. In addi- 
tion to Ryu, there’s Rachel, who returns from the 
first Sigma; the well-endowed female ninja Ayane, 
from Dead or Alive fame; or Momiji, who fans will 
recognize from the DS title Ninja Gaiden: Dragon 
Sword. Initially | found no huge differences be- 
tween the new characters, but after more play 
time | found that each one has their own unique 
fighting style (though all of them share similar 
control methods). The newbies aren’t all for show, 
as the main story will branch off at times depend- 
ing on which warrior you are playing. 

Sigma 2 brings a new online co-op mode to 
the mix where two players can take up swords 


against hordes of enemies at once. Players 
can choose from any character available in the 
single-player game, equip different weapons, 
select special moves and outfits, and then jump 
right in to the fray. Gamers can also do multiplayer 
offline, though the second character will be A.I. 
controlled. Clips of co-op endeavors can be 
uploaded to share with other aspiring ninjas 
via PSN. 


SLEEK SIGMA 

Sigma 2 looks polished, and Team Ninja has also 
made adjustments to the camera. | noticed the 
camera movement and auto-adjustment was 
much better than in NGII, but for times when it 
still needs tweaking there’s a much-appreciated 
auto-center button. The game was also running 
extremely smooth, without a framerate hiccup. 
Another noticeable adjustment is the game does 
not have the same punishing difficulty as NGII. 
This might be off-putting to some, but a welcome 
change for most; | breathed a deep sigh of re- 
lief when I didn't die once for the first 10 minutes 
of gameplay. 

Though Ninja Gaiden Sigma 2 may have a 
more subtle degree of violence compared to Ninja 
Gaiden II, the additional offerings more than com- 
pensate for the change, and who knows, maybe 
ultra-violence isn't all it’s cracked up to be... You 
can bethe judge when the game hits store shelves 
in late September.—Andy Burt 


Mech walkers are a huge part of the RDA military gameplay. Jump in 
these massive walkers to contend with the larger creatures of Pandora. 


ore 


JAMES CAMERON’S AVATAR: THE GAME 


Avatar is in 3D, and you won't believe your eyes. 


it's a 3D experience. The goal is to match the vi- 

sion of the movie, Ubisoft representatives have 
explained. Though you don't haveto play the game 
in 3D (there's an option to turn it on or off), it looks 
so good you may want to invest in a 3D-capable 
television for when the game comes out this fall. 
Either way the game looks stunning. The planet 
of Pandora is a tropical haven of exotic plants that 
glow at night and is home to colorful dinosaur-like 
creatures. In 3D, everything pops with "Depth of 
Field" effects that appear as though you're look- 
ing into the world as well as "Out of Field" effects 
where things, such as hanging vines and charging 
beasts, come out of the screen at you. 


Ji Cameron’s Avatar is more than a game; 


Catt To ARMS 
After the buzz of the 3D effects settle in, your at- 
tention will go to the game's pilotable mech walk- 
ers. While battling on the surface of Pandora, there 
looks to be a handful of different vehicles you'll 
be able to drive into the heart of the Na'vi, Pando- 
ra's ten foot tall humanoid inhabitants. The walk- 
ers are inspired by the powerloaders from Aliens, 
but are equipped with heavy firepower and make 
quick work of the powerful Na'vi hunters. 

You're also going to be upgrading your 
soldier with new armor and weapons as you 


progress through the game. The Na'vi are huge, 
native hunters that find your presence on Pandora 
very unwelcome. We got to see some of the new 
armor, but the weaponry was limited to what 
looked like a standard assault rifle. We're not sure 
how the upgrade system will work exactly, but 
each enemy killed nets you experience points. 

Skills are another important part of your ar- 
senal, and they go beyond the passive skills you 
might see in an RPG game. Instead, skills allow 
you to do things like cloak yourself, Predator-style, 
in order to sneak around enemies. You can also 
repulse nearby enemies to create some breathing 
room. These are the only skills we witnessed, but 
the final version of Avatar will include more. 


MORAL DILEMMA 
If the standard third-person shoot-and-kill soldier 
play style isn't your thing, you can also play as 
an Avatar. Avatars are human-Na'vi hybrids en- 
gineered by humans who cannot breathe the air 
on Pandora. Through mind control, you will guide 
an Avatar to fight with the Na'vi against invading 
humans. There is a point in the game when you'll 
have to make a tough choice: Stay and fight with 
the RDA military, or join the Na'vi as an Avatar. 
As an Avatar, the creatures of Pandora accept 
you as one of their own. We watched a short Av- 


atar segment as the player rode on the back of a 
giant flying creature through a beautiful grand 
canyon. Based on some of the other creatures we 
fought from the RDA side of the game, you'll prob- 
ably be able to ride those creatures as well. 

In closing, Avatar looks rad, especially in 3D. 
Avatar is also coming to the Nintendo Wii, but it's 
a totally different game. The Wii version features 
two-player co-op, stealth gameplay, and impres- 
sive graphics even for the Wii. You will play as a 
ten-foot tall Na'vi hunter equipped with a battle 
staff and bow and arrow as you fight against the 
invading humans. 

This was only the first look at Avatar and we're 
sure there is a lot more that Ubisoft will be unveil- 
ing between now and when the game comes out 
this Fall.—Travis Moses 
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In Dragon Age: Origins, you must have multiple positive interactions with 
the seductive Morrigan in order to get to this point with her. 


DRAGON AGE: ORIGINS 


Bioware's overlooked RPG reveals hidden promise. 


Erma 


recently met up with Bioware and get some 
|: goodness with Dragon Age: Ori- 

gins. While checking out the game at E3, | was 
somewhat irked by the team's decision to utilize 
a combat system similar to older sets of PC-cen- 
tric RPGs, such as Baldur's Gate and Neverwinter 
Nights. But upon further inspection on my recent 
visit and a closer look into the storyline and the 
deep character interaction, l'm pleased to say that 
Dragon Age: Origins is looking extremely promis- 
ing. l'm now eagerly awaiting its release. 


THE ORIGIN OF ORIGINS 
Your character’s origin story will shape your exp: 
rience for the rest of the game. Each of the six o 
gin stories produces a vastly different perspective 
on the overall story arc. The stories serve not only 
an introduction into the game world, but also as a 
deciding factor on how their individual character 
will integrate into the world, as well as how other 
characters will interact with them. 

During my demo of 
Dragon Age: Origins, 
two of the lead Bioware 
developers took a 
unique route on show- 
ing off how different the 
game can play depend- 
ing on whatorigin story 
the player chooses. On 
two separate screens, 
| watched as each de- 


veloper play through an identical segment of the 
game and saw how other characters interacted 
with their protagonist, and how these characters 
progressed by making different choices. In order 
to cross a bridge guarded by a lone soldier, one 
developer chose to intimidate the guard with a 
heavily armored warrior known as Sten. Some- 
how the situation ended with the warrior handing 
some cookies to the guard, which caused a few 
chuckles in the room. The other developer chose 
to use the sultry mage Morrigan to take the guard 
and...well, you can guess what happened next. 


COMBAT EVOLVED 

One element | was pleased to see was the user in- 
terface of the Xbox 360 version; the one for the PC 
version is as you would expect, with many of the ac- 
tions and character icons taking up a lower portion 
of the screen, and switching between different char- 
acters and attacks is a snap. On the Xbox 360, how- 
ever, the interface is closer to that of Mass Effect, 


and the game incorporates an ability wheel simi- 
lar to Mass Effect, but you can also toggle through 
attacks and spells. For such a complex console 
RPG, the controls are surprisingly accessible. 

l also got an updated taste of the battle system 
in Origins, and here | was pleasantly surprised. 
When Bioware showed the game previously, the 
battle system seemed clunky, and | wasn't espe- 
cially impressed with the battle animations; | felt 
they lacked a certain aesthetic touch that | look for 
in Bioware titles. After playing the game this time 
around, | felt the system had improved drastically, 
and it should please fans of Mass Effect and PC 
RPGs alike. Swapping between characters while 
managing attacks and magic is handled well, and 
after a few minutes of figuring out the nuts and 
bolts of the system | began handling battles ad- 
mirably. Oh yes, and there is plenty of gore to go 
around; some of the enemies are finished off in a 
glorious, bloody mess. Awesome! 

Origins may not be exactly what fans of Mass 

Effect or Star Wars: 
Knights of the Old Re- 
public are looking for 
in an RPG, what with 
its dark fantasy set- 
ting, but after playing 
it | would implore those 
gamers to at least give 
the game a look. It may 
surprise you, as it did 
me.—Andy Burt 
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Scale walls and jump off them in mid climb, slide under obstacles, and grab 
ledges to prevent fatal falls" with Brink's SMART one-button acrobatic system. 


BRINK 


The last human refuge is in a tragic and bloody conflict. 


EIETUES 


lamePro chats with Brink creative director 
Richard Ham about the sophisticated ac- 
robatic SMART system, the history of Ark 


weaponry, and how your character will persis- 
tently level up and grow in the world of Brink. 


Brink is described as single-player, competi- 
tive, and cooperative all in one game. What does 
that mean, precisely? It means that not only do 
you have a consistent character who you build 
throughout the game's two campaigns, but you 
can also play those campaigns online or offline, 
competitively or co-operatively. No matter what 
way you want to play, you get the same awesome 
story-driven, FPS/RPG experience. 


Given the sci-fi nature of the storyline, what 
kinds of weapons will players use in Brink? As 
forthe weapon designs, we asked ourselves what 
weapons would be available on the Ark by 2045. 
What would have been there from the start used 
by the Ark Project security team, what would have 
been smuggled there by refugees, and what could 
be manufactured using the Ark's facilities—either 
officially by Security or in secret by the Resis- 
tance? We narrowed down our list of cool-look- 
ing futuristic-but-current weapons and gave them 
an Arkish twist; sometimes that means they've 
got a really unique look, sometimes that means 
they've got a sense of humor (a taser modeled 
after a cell phone, for instance), and sometimes 


they are a little bit more futuristic in their add-ons 
or functions. 


The SMART button is an interesting concept, 
what can it do besides help you jump easily? 
Our goal is to make shooters more fun for peo- 
ple who also might have problems navigating 
through tricky, tight, or busy environments. In the 
process of doing this, however, we found the sys- 
tem also lent itself to a lot of really sweet free-run- 
ning, parkour type actions as well (scaling walls 
and jumping off them in mid climb, sliding under 
obstacles, grabbing ledges to prevent death falls, 
etc.). So it’s worked out really well so far! 

One of the most important things in pursuing 
this system is we reward players who want to do 
these moves manually (without the SMART but- 
ton), so there's always a higher level of gameplay to 
master for gamers looking for that kind of challenge. 


For instance, to avoid taking damage from a high 
fall you can manually slide as you're about to hit 
the ground. SMART wont do this for you automati- 
cally, so it’s a perfect example of the many nuances 
we expect more advanced players will pick up. 


Finally, what's triggering the war on the Ark? And 
what role do you play? Well, we don't wantto give 
away too much info about the storyline right now, 
but let's just say it's kind of like the start of World 
War l...one simple, almost seemingly random act 
of violence (the assassination of Archduke Ferdi- 
nand) ended up pulling everyone into a conflict 
that not everyone wanted. 

The role that you play? That's up to you, and 
the choices you make. But you are definitely play- 
ing yourself, or whatever character you create, not 
a pre-canned guy. So you can be as much of a hero 
as you want to be. 


As the Jedi Knights, you'll control Anakin, Obi-Wan, and Mace Windu. As a 
Clone Trooper, your blaster and grenades are your best bet. |i 


STAR WARS THE CLONE WARS: REPUBLIC HEROES 


Star Wars gets an attitude adj 


mated series, Star Wars: The Clone Wars, Re- 

public Heroes is an action-adventure game 
that little brothers can enjoy with their big broth- 
ers. The gameplay is simple and easy to play, with 
a focus on two-player cooperative play. You and 
your partner will bounce back and forth between 
controlling Jedi Knight and Clone Trooper char- 
acters, with a plot that bridges the gap between 
seasons one and two of the show. Fan-favorite vil- 
lain Cad Bane is the chief baddie here, and you and 
your partner will pursue him all across the galaxy. 


B on the popular Cartoon Network ani- 


FORCE FEEDBACK 
Like LEGO Star Wars, Republic Heroes is simple to 
play. As a Jedi Knight, you can slash your lightsa- 
ber, charge up an epic Force Push, and leap onto an 
enemy droid in order to control its movement and 
blaster fire. As a Clone Trooper, your primary weap- 
ons are blasters and grenades. You can shoot with 
the right trigger, or use the right thumbstick to con- 
trol your aim à la Geometry Wars. | found using the 
rightthumbstick to shoot gave me more control and 
better strafing ability, but your mileage may vary. 
Overall, Republic Heroes is far more action- 
heavy than the popular LEGO games, keeping the 
platform-jumping to a minimum. And rather than 
collect coins, you'll earn experience points for wip- 
ing out enemies. In particular, "bot-jacking" a en- 
emy droid as a Jedi will net you a ton of experience 
points, which will enable new Force powers, such 
as lightsaber chucking and bigger Force pushes. 


The RPG elements are kept light and simple, so 
don't expect World of Warcraft-style depth here. 
Still, it adds a bit more depth and replayability. 


COLLECTOR CASE 

In another nod to the LEGO games, you can also 
cash in your experience points in order to custom- 
ize your character's look. You can adorn your char- 
acter with a face mask themed from popular Star 
Wars characters (Vader, Maul, Admiral Ackbar, 
even a baby Jabba the Hutt). We even spotted In- 
diana Jones's trademark fedora! 

Star Wars: The Clone Wars: Republic Heroes 
may not be as technically impressive as last year's 
The Force Unleashed, but it's still a fun romp 
through the cartoony The Clone Wars television 
series. Between battling robots, platforming up 
the sides of buildings, and fighting for experience 
points in co-op mini-challenges, Republic Heroes is 
looking more and more like the bigger brother to 
the LEGO games. No, it's not a trap.—Travis Moses 


THE BEATLES: ROCK BAND 


Our last look at the Fab Four's rhythm game masterpiece. 
How will it fare against Guitar Hero 5? 


| Ps3 | Xbox 360 | E n 
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John and Paul enjoying a sunny dreamscape stage, which are used for 


songs The Beatles recorded after they stopped playing live shows. 


beloved groups, and adds a ton of new features to the mix. Here's 
our breakdown of what The Beatles: Rock Band will have to offer 
when it ships. 


T* Rock Band series' latest foray features one of rock music's most 


TRACK LIST 

The Beatles: Rock Band offers up 45 tracks spanning the musical career of 
The Beatles, and the entirety of their last-recorded album "Abbey Road" 
will be available shortly after the game's release. Though people could ar- 
gue that the track list isn't as varied as Guitar Hero 5's, the musical styles of 
the band changed drastically over the years and featured wildly different 
influences. From pop hits like "Can't Buy Me Love" to psychedelic freak- 
outs like "I Am The Walrus," the track variety is there without the need of 
other music artists. 


INNOVATION 

A few features available in The Beatles: Rock Band set it apart from the 
crowd. First off, the vocal practice mode is a welcome addition, allowing 
gamers to rehearse some of The Beatles' trickier two and three-part har- 
monies. Players can also lower or raise certain vocal lines to better learn 
specific harmonies. The game also features a mode called Beatles Beats, 
where players can "free play" a ton of the common drum rhythms used 
by Ringo Starr. 


CROWD APPEAL 

While not everyone may be a fan of The Beatles, there are more than 
enough catchy tunes to virtually perform, and non-fans should also get a 
kick out of the story mode where gamers can relive some of The Beatles’ 
most memorable performances. The team at Harmonix has put a great 
deal of time into perfecting the user interface and background visuals 
of the game, making it arguably the most eye-pleasing music game out 
there. For fans and newcomers alike, there's a lot to be excited for when 
The Beatles: Rock Band ships.—Andy Burt 


Singing in harmony is no easy task, especially with three-part har- 
monies such this one from "And Your Bird Can Sing," but the vocal 
practice mode can be a huge help. 


GUITAR HERO 5 


Can Guitar Hero's fifth offering stand up to the pop 
powerhouse of The Beatles: Rock Band? 


The HUD has been modified in Guitar Hero 5 to easily identify all of the 
stats right on the scroll bars. 


musician, with over ten games between main and offshoot titles now 
under its belt. The latest game adds a ton of new modes, a smorgasbord 
of tracks and a new streamlined approach to the Music Studio song builder. 


T* Guitar Hero franchise has popularized the dream of being a virtual 


TRACK LisT 

Guitar Hero 5 features a whopping 85 tracks, almost double of what will 
come packed in The Beatles: Rock Band. Add that to the already available 
downloadable tracks and song packs and you're talking about some se- 
rious musical variety. Additionally, 30 of the bands featured in the game 
have never had any tracks available in a music game before, which is 
a welcome breath of fresh air and should add some nice variety to the 
track list. 


INNOVATION 

Several innovations featured in Guitar Hero 5 should have fans clamoring 
for the game when it releases. The sweet Party Play mode instantly starts 
running even before the title screen, and shuffles through all 85 tracks and 
any other songs you may have downloaded. Players can jump in and out 
on all the instruments at any time without failing, which will be perfect for 
parties. New competitive modes are available as well, and the recording 
studio mode has been streamlined to make it more accessible to non-mu- 
sicians who may have shied away from this feature in GH: World Tour. 


CROWD APPEAL 

There's no doubting that Guitar Hero 5 has something for everyone, with 
its fun Party Play mode, huge song list and a ton of play options (like 
the ability to play a song with multiple drum sets). The new music stu- 
dio makes it easy for gamers who have no musical background to jump in 
and start recording some wacky tracks, but is still extremely deep for the 
musicians out there who want to dig in and modify every little detail of 
their songs. For fans of the series, Guitar Hero 5 should please all rockers. 
—Andy Burt 


Though traditional GH characters return, you will also be able to 
import your Xbox avatars into the mix. 


The framerate runs at a solid 60 frames per seco 
and the graphics shine like a new paint job. 


NEED FOR SPEED SHIFT 


A simulation racer with a surprisingly epic feel. 


Fess [ose 

he Need for Speed series is getting a mas- 
T: reboot, and the promising results are 

approaching faster than Laguna Seca’s infa- 
mous corkcrew turn. SHIFT will put you in the driv- 
er's seat in what may be the best cockpit view ever 
seen in any racing game. But it's the new career 
mode that’s getting our blood pumping, offering 
something no other racing game has: an RPG- 
style Driver Profile complete with skills, ranks, 
and badges. 


PRECISION VERSUS AGGRESSION 

Your Driver's Profile ranks your performance 
across two different categories. Depending on 
your driving style, you'll earn points that will de- 
fine you as a "precision driver" or an "aggres- 
sive driver.” For example, trading paint with 
another car is categorized as an aggressive be- 
havior. Cleanly overtaking the car, however, is 
categorized as a precision maneuver. Your Driv- 
er's Profile all depends on how you drive, and 


you'll earn badges and experience points in 
each category. 

SHIFT also takes a nod from Project Gotham 
Racing's "Kudos" points. After a race, you'll be 
graded on your performance in a variety of cat- 
egories: drifting, scratching paint, mastering cor- 
ners, following the line, and more. Busting out 
slick moves during a race will net you experience 
points. String multiple moves together, and you 
might earn experience multipliers. This is an un- 
usual style for the racing genre, and takes cues 
from online FPS games and even Guitar Hero's 
notes streak. If nothing else, it kept me playing as 
| tried to rank up my Driver's Profile and unlock 
new badges. 


STARS AND STRIPES 

The career mode breaks down into a series of 
tiers that get more advanced as you progress. In 
each tier there are a number of race types: manu- 
facturer races, endurance races, and one-on-one 


classic car battles. Completing a race will earn 
you stars, which are your key to unlocking new 
races and advancing to the next tier, so it pays to 
keep playing. 

But first things first. You're going to need a 
car! SHIFT comes bundled with 80 cars, and you'll 
need to earn cash to buy them all. For the first few 
races, you'll drive a loaner car so you can build up 
a bank wad. As earn more cash, you can buy a new 
car, or upgrade your current car with turbo pack- 
ages, engine upgrades—the works. You can visit 
your garage, which serves as your gateway to a 
modern engineering gallery of high-performance 
car porn. Here, you can view your cars, purchase 
new ones, or pimp your ride with nitrous and 
tweak your settings. 

Need for Speed SHIFT is the fresh start this 
series needs. The last few games bored us with 
stale, stagnant gameplay and yawn-inducing full- 
motion cinemas. SHIFT puts the action back where 
it belongs: in the driver's seat.—Travis Moses 


t first glance, Vanil- 
laware’s upcoming 
action-adventure 


game Muramasa: The 
Demon Blade looks like 
a purely action-driven 
2D hack-and-slash title, 
but if you dig a bit deeper 
you'll find that the game 
is just as sweeping and 
deep as legendary action- 
adventure games like 
Castlevania: Symphony 
of the Night and Super 
Metroid. With an engag- 
ing weapon skill tree and 
huge multi-path areas, 
Muramasa could be ex- 
actly what old-school ac- 
tion game fans have been 
waiting for. 


Two WARRIORS 

Like Odin Sphere, Vanil- 
laware's PS2 title, Mura- 
masa has a beautiful water-color art style, and 
the characters and environments ebb and flow 
like a painting come to life. Muramasa allows 
players to take on the role of one of two katana- 
wielding warriors, each taking a different path 


FORZA MoroRsPORT3- 
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F orza Motorsport 3 is racing exclusively to the 


Xbox 360 this October with more cars, more 

tracks, and more community features than 
the two previous games could ever offer. Fans 
of the series will be shocked by the new graphics 
engine, damage effects, and gameplay features 
that allow for super high-resolution cars and race 
tracks, cars can now rollover, and the new video 
editor can produce better car commercials than 
seen on TV. 


SCRATCH AND REWIND 

Game director Dan Greenawalt says the entire 
game engine has been rebuilt from the ground up, 
allowing the developers to create better graph- 
ics and more robust gameplay features. There 
are 10 times the number of polygons on the 400 
cars from 50 different manufacturers, four times 
higher resolution, longer draw distances, high- 
resolution textures and normal-mapping on the 
road. What's more, the game never drops below 
60 frames per second. 

That's justthe polish and shine on the outside. 
Under the hood, Forza 3 is tuned to allow you to 
flip cars over for the first time. Damage is some- 
thing that's always been in Forza games, and with 
more car detail the splintering effects of fenders 
shattering and rear-view mirrors detaching are 
hyper-realistic. Of course, crashing sucks and ul- 
timately you'll lose your first-place position. The 


arr. 


MURAMASA: THE DEMON BLADE 


Muramasa: The Demon Blade's beautiful environments are some of the best the Wii has seen. 


through a fantastical re-envisioning of medi- 
eval Japan filled to the brim with references 
to Japanese mythology. Throughout the jour- 
ney you will collect and forge over one hundred 
different blades, meet quirky characters (ever 


new rewind feature, however, allows you to turn 
backtime and fix your mistakes. There is no limitto 
how many times you can rewind in single-player, 
a feature that just wouldn't cut it in multiplayer. 


LiGHTS, CAMERA, FAST ACTION 

Community is very important to Turn 10 Studios 
and the Forza experience. That's why Forza 3 will 
connect racers in more ways than before. The new 
video editor, for example, is a powerful tool that 
allows you to create your very own car commer- 
cials. You can find a trailer for the video editor on 


seen a female fox-deity 
in a video game before?) 
and battle through doz- 
ens of townships and 
provinces across Japan. 


ATTACK! 
Fighting and  explor- 
ing in Muramasa are 
separated in an almost 
RPG-like fashion (think 
Okami, not Final Fan- 
tasy), and players can 
use up to three blades 
in battle. Blades will de- 
plete in energy during 
especially intense fights, 
so switching blades be- 
fore they break is key. 
Fighting in Muramasa 
is simple yet intuitive at 
first, butto fully utilize all 
attacks and blocks avail- 
able (as well as the mas- 
sive amount of blades 
you'll forge throughout the game) the game re- 
quires a good amount of practice. 

Muramasa: The Demon Blade has a lot going 
for it, and shouldn't disappoint 2D action-adven- 
ture game fans later this fall.—Andy Burt. 


GamePro.com to see how an experienced user 
can change camera angles, transition cuts, and 
perform breathtaking stunts. Upload and share 
your video and you might just make a name for 
yourself as Forza's greatest video director. There's 
even more features to come, but Turn 10 is re- 
maining tight-lipped for now. 

Better graphics, a robust community network, 
and over 400 cars, including SUVs, economy 
minis, and sports cars look to make Forza Motor- 
sport 3 one of the best racing experiences money 
can buy this October.—Travis Moses 


Forza 3 isn't about joy rides, but it's hard to resist with the new = 
graphics engine that increases the draw distances tenfold. 


FEATURE 


WATION 


took gaming by storm in 2007, becoming one of the fastest-selling video game 

properties ever. This exceptional feat shattered even Ubisoft's optimistic expec- 
tations that the game would sell three million copies in its first year. As of this writing, 
Assassin's Creed has sold more than eight million. 


E t's official: Assassin's Creed is a phenomenon. This stealth-action masterpiece 


To putthis into perspective, Assassin's Creed has outsold every new intellectual prop- 
erty released in the past two years, dwarfing the likes of BioShock, Gears of War, and 
Rock Band. How Assassin's Creed became the hottest thing since the Mario Bros. and 
Master Chief is a subject of much debate. Is it the instantly recognizable white cloak 
worn by the titular assassin? The hybrid storyline told though a machine that allows its 
subjects to relieve the lives of their ancestors? Or is itthe stealthy play style that plants 
you in the sandals of the world's greatest hunter? 


Try all of the above. Starting with Assassin's Creed 2, Ubisoft is unleashing a multi- 
media firestorm that will span three different formats and three different timelines. 
This goes way beyond a mere video game, ladies and gentlemen. Assassin's Creed 2 
is positioned for worldwide domination on your home consoles, your PSP, and your 
home theater. 


ASSASSIN NATION 


Assassin's Creed 2 will have some serious sup- 
port when it lands on the PS3 and Xbox 360 
this November 17th. There's also a three-part 
film series and PSP prequel game in the works 
to coincide with the launch of the game. "When 
you combine [all three] you get a bigger experi- 
ence," Ubisoft Montreal's CEO Yannis Mallattells 
GamePro. Ubisoft is well-regarded in the game 
industry for its glossy production values, which 
makes the three-part film series and the PSP 
game more than a mere cross-promotional mar- 
keting effort, Mallat explains. "This is something 
aimed to the community, to the fans, to the con- 
sumer, so they can expand their Assassin's Creed 
experience on another medium." 

Part of this bigger experience is how the 
three-part live-action film series will expand the 
story you'll see in the Assassin's Creed 2 game. 
The series of short films is called Assassin's 
Creed II: Lineage and tells the story of Ezio's fa- 
ther, Giovanni Auditore. You'll learn a great deal 
about Giovanni and his life as an assassin, a fa- 
ther, and his work with the different families in 
the Italian Renaissance setting. The film series is 
a prologue, with Ezio's story beginning in the As- 
sassin's Creed 2 game. 


Though live actors are cast in the Lineage 
films, the backgrounds are taken straight from 
the game version of Assassin's Creed 2, explains 
Pierre Raymond, president and CEO of Hybride 
Technologies, the visual effects studio behind 
300 and Sin City. "We're going to import and use 
thereal environments from the game," Raymond 
elaborates, which will allow players to explore 
the game and "see where the filming happened," 
said Raymond. Combined, the three short films 
will weigh in at 30 to 40 minutes, and are being 


produced in a way that will enable Ubisoft to dis- 
tribute them on any medium. Ubisoft wouldn't 
specifically say how they would distribute Lin- 
eage, but there are plenty of options for them to 
choose from: the Internet, Blu-ray, or limited edi- 
tion versions of the Assassin's Creed 2 game are 
the obvious choices. And as for the timing of the 
Lineage films? "We will release the film series 
around the release of the game," Mallet offers. 


Bok. ev 
Watching the Lineage short films and playing As- 


sassin's Creed 2 are just two-thirds of the bigger 
picture. The PSP game, called Assassin's Creed: 
Bloodlines, will expand the experience with con- 
tent sharing between the PS3 and the PSP. By 
linking Bloodlines with Assassin's Creed 2 on the 
PS3, you'll unlock six new weapons for PS3 play. 
Health and weapon upgrades you earn in As- 
sassin's Creed 2 on the PS3 will be transferred 
to Bloodlines on the PSP, and treasures you find 
can be shared across both games. Unfortunately, 
these cross-platform bonuses "won't be avail- 
able in the Xbox 360 version of the game," cre- 
ative director Patrice Désilets confirms, though 
he does hint that some type of exclusive content 
forthe Xbox 360 is not out of the question. 

Assassin's Creed: Bloodlines will link the 
three characters of the series—Desmond, Al- 
tair, and Ezio—and takes place after the events of 
the first game. You will play as veteran assassin 
Altair in a free-roaming environment much like 
its next-gen bigger brothers. Details on the PSP 
game are slim, but Ubisoft promises that Altair 
"reacts to terrain fluidly, diving through holes 
and climbing ledges with the creative applica- 
tion of the Free Run button." And if you thought 
God of War looked good on the PSP, wait until 
you see how Bloodlines maximizes the PSP's vi- 
sual capabilities. 

Between Assassin's Creed 2, the Lineage 
short films, and Assassin's Creed: Bloodlines, 
Ubisoft is clearly trying to expand the franchise's 
success beyond the realm of video games. "Con- 
vergence between intellectual properties is a 
corporate strategy," Mallat says, "to become 
what we call a full-360 entertainment-content 
provider." But it gets better: Lineage and Blood- 
lines are part of Ubisoft's ambitious bet on the 
future of the entertainment industry. "We have 
decided to anticipate that industries will merge at 
some point," Mallat confides, "and we are start- 
ing to work on all the bridges that will make that 
happen." 


EPRO.COM 


Back to the future: The Animus, a Matrix-like ma- 
chine that taps into your genetic memories, is 
still your mechanism for time travel in Assassin's 
Creed 2. Sinister future-corporation Abstergo In- 
dustries is also confirmed to return, as is sympa- 
thetic doctor Lucy Stillman. Although Forgetting 
Sarah Marshall star Kristen Bell voiced Stillman 
in AC1, Désilets would neither confirm nor deny 
her return for AC2. 


Currency: Pick-pocketing is actually worth a 
damn in AC2. According to creative director Pa- 
trice Désilets, currency in AC2 will be used to 
purchase weapons, upgrade equipment, and re- 
stock throwing knives at local blacksmiths. Look 
for this addition to have a sweeping impact on 
Assassin's Creed 2's depth and replayability. 


SIN NATION 


WHAT’S NEW 
IN ASSASSIN’S CREED 2? 


Improvements all across the board look to make Assassin's Creed 2 one 
of the best games of the year. Here are the new features and how they 
work in the game. 


Horseback: You'll still ride a horse just like Al- 
tair from the first game. But in Assassin's Creed 
2, horseback riding is more integrated into the 
overall gameplay. "We put more missions [set on 
horseback]," Désilets confirms. "And you can use 
the horse to approach a target and assassinate 
him, say, in the countryside." 


Chariot races: In addition to da Vinci's marvel- 
ous contraptions, Assassin's Creed 2 will feature 
other instances of so-called "exotic gameplay." A 
new example are chariot races, an addition that 
made Désilets' voice quiver in excitement. 


Water fight: Unlike Altair, Ezio can swim! He can 
even pilot small boats, though the value of that 
is not immediately clear as boats in 1486 didn't 
have motors. Will they be used to escape? Or 
possibly to take the ladies of Venice on cruise 
rides for money? We can always dream. 


More mission variety: Assassin's Creed 2 will fea- 
ture more than 15 mission types in all, a massive 
upgrade over the original game's piddly roster of 
four or five. Aside from primary mission objec- 
tives and assassinations, Ezio can hoist people 
over his shoulder and carry them. Désilets said 
you'll mostly be carrying women who are too 
tired to walk and need a lift back home. 


Flying machine: Renaissance man Leonardo 
da Vinci has been confirmed as the inventor of 
many of Ezio's devices, including the “what-if” 
flying machine and a gauntlet-mounted gunpow- 
der pistol. “The flying machine can't go every- 
where," Désilets clarifies, and you'll need to fly 
though hot-air thermals lit by helpful fires to pre- 
serve your altitude. 
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Expanded weapons: Axes, daggers, halberds, 
spears, swords, and guns drastically change the 
dynamics of fighting in AC2. What's more, you 
can unlock six exclusive weapons on the PS3 ver- 
sion by linking Assassin's Creed: Bloodlines PSP 
with your PS3. 


Expanded combat: "| didn't want to change [com- 
bat too much] because it kind of worked for the 
first game," Désilets explains. "Ezio can even use 
his bare hands, and with a counter he can disarm 
an enemy and use their weapons against them." 


Sneak attack: Hiding in haystacks comes with a 
higher risk in Assassion's Creed 2, as enemies will 
poke into hiding spots with their swords if they 
suspect a lurking assassin. Luckily you have a 
new sneak attack that allows you to surprise at- 
tack nosey guards. 


Improved assassinations: Ezio can carry two hid- 
den blades at once. "It's obvious that it's more 
fun to assassinate two persons at the same 
time," Désilets laughs. "We wanted to make Ezio 
an assassin before a fighter, which he is too if as- 
sassinating doesn't work." 


Desmond Miles: Desmond, 
the descendent of Altair and 
Ezio, will return in Assassin's 
Creed 2 as the protagonist 
in the game's near-future 
segments. "He will be do- 
ing more than just walk- 
ing around, that's for sure," 
Désilets teases. "He's going 
to be running around!” 


ANATOMY OF AN ASSASSIN 


Ezio, the leading man in Assassin's Creed ll, is a man of mystery. His background of nobility is un- 
usual for a cold-blooded killer, so we spoke with the AC2's creative director, Patrice Désilets, to learn 
what really makes Ezio tick. 


p» His full name is Ezio Auditore di Firenze, which means "Eagle" or "the flying one." 


He was not raised to be a killer. Ezio is a young nobleman from Florence, Italy who 
Zo seeks vengeance on the rival families that killed his father. Think The Godfather 
set during the Italian Renaissance. 


Ezio’s contacts are some of the most famous historical figures from the Italian 

a Renaissance. Master inventor and artist Leonardo da Vinci, political mastermind 
Niccolò Machiavelli, and local politician Lorenzo de’ Medici will all factor into 
AC2. 


Thanks to Leonardo di Vinci, the technology Ezio equips will be 
4. upgraded throughout the game, including a gunpowder pistol 
and an elaborate flying machine. 


Ezio "comes from a long bloodline of assassins,” Désilets says. 
Bo ”The skills are inside him, he’s a prodigy.” He is a descendant of 

AC1's Altair, and an ancestor of Desmond Miles, who taps into 

the Animus to relive the lives of his kin from the present day. 


Ezio wears a hidden blade device on 

6. each wrist that allows him to execute 
dual assassinations if enemies are in 
close proximity. 


Like Altair before him, Ezio will ride a 

"To horse between towns in Italy, and pilot 
two new vehicles on occasion—chariots 
and small boats. 


Ezio can use pick-pocketed money to 
purchase weapons and armor from 
blacksmiths. 


He's a ladies man. He strikes a dashing figure in his elegant 

Tp. robes, and knows exactly what to say and when to say it. 
He can even carry hapless ladies in certain side missions... 
who knows where to! 
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If Ubisoft has its way, Assassin's Creed 2, com- 
bined with the film series and the PSP game, will 
launch a new major franchise along the lines of 
Halo. We've told you about how the three-part 
film series will tell the story of Ezio's father, and 
how Assassin's Creed on the PSP will unlock new 
content on the PS3, but we're only just beginning 
to tell you about the hottest Assassin's Creed 
game of them all. This November, there's no es- 
caping Assassin's Creed 2. 

In every way, shape and form, Assassin's 
Creed 2 is a vastly more ambitious game than 
its predecessor. Where the original game had 
only four or five distinct mission types, earning 
it some criticism for repetition, Assassin's Creed 
2 is overstuffed with 15 different activities. The 
new mission types aren't limited to beating peo- 
ple up or free-running from point A to point B, 
either. We now know that Ezio will be able to par- 
ticipate in pulse-pounding chariot races; Désilets 
excitedly describes these moments as "exotic 
gameplay." Ezio has far more diverse behaviors 
than his predecessor Altair, too, such as his ability 
to pick up and carry people, leading to missions 
in which women will ask for your assistance to 
carry them back to their house. But your chivalry 
will make you an easier target to prowling ene- 
mies, as you won't be able to free run. There are 
other new activities, too, but Désilets is keeping 
quiet for now. 

Perhaps the most radical change comes in 
the form of currency, a detail not included in the 
first game. According to Désilets, this sweep- 
ing addition means that "pick pocketing is really 
useful" in Assassin's Creed 2, where in the first 
game it was mostly used for finding new throw- 
ing knives—not the most exciting payoff. The ad- 
dition of currency has huge implications on what 
you can do in Assassin's Creed 2, and enables 
Ezio to visit local blacksmiths and curio shops to 
stock up on helpful new gear. "Imagine having 
this open-ended world where you can get money 
from everyone that you see," Désilets teases, 
"and you do a little bit of shopping before mis- 
sions to make sure you have enough throwing 
knives and armor." Sounds good to us. 

What's more, protagonist Ezio is simply a 
more sympathetic character than his predeces- 
sor Altair. Ezio's journey from nobleman to killing 
machine makes Assassin's Creed 2 a more appeal- 
ing experience all around, and that's not by acci- 
dent. "We wantthe player and the main character 


to be on the same level this time," Désilets says, 
contrasting the neophyte Ezio to the more battle- 
hardened Altair. "In the first game, you controlled 
this master assassin who could do it all." Ezio, on 
the other hand, is an amateur who just happens 
to come from a long line of assassins. 

Despite possessing prodigious agility, "Ezio 
is a normal dude," Désilets laughs. Compared to 
the all-business Altair, Ezio's personality comes 
across as more cultured and even sophisticated. 
But his story arc will give way to a huge transfor- 
mation. "Ezio's ultimate goal is to avenge some- 
thing that happened to him at the beginning of 
the game," Désilets hints, suggesting that the 
start of the game will see Ezio before he dons the 
iconic white robes of the assassin. As the narra- 
tive progresses, you will gradually grow to be- 
come a master assassin with Ezio, training along 
the way to learn new moves, meet new allies, 
and earn new equipment (such as Da Vinci's fly- 
ing machine). As the game progresses, you will 
penetrate deeper and deeper into the assassin's 
guild and infiltrate the Knights Templar to seek 
your revenge. 


It's no secret that Assassin's Creed 2 is looking 
mighty promising. But it may be just the begin- 
ning of something much, much bigger. If Ubisoft 
gets its way, the ambitious plan for Assassin's 
Creed 2 may mark a new stage of entertainment 
evolution that could very well blur the line be- 
tween video games and movies once and for all. 


GAMEPRO.CO? 


IN THE CROWD 


"|t was impressive at first, 
but it soon became clear 
that its parkour mechanics 
largely played themselves, 
the sci-fi conceit went no- 
where, and the structure 
amounted to cut-and-paste. 
Great tech; soulless design." 


"Altair is one of the greatest 


game avatars l've ever con- "The actual assassinating was fun, ex- 
trolled, in some ofthe blandest f ploring the world was amazing, but ev- 


d design I've ever experi- | erything else was boring and tedious.” 
enced. || 


"People knock Assassin's 
Creed for being tedious, but 
| think a more accurate word 
would be ‘deliberate.’ There 
is a certain methodical pro- 
cedure to taking another's 
life: researching your target, 
finding out when he is most 
vulnerable, and the best 
route to escape afterwards." 


os \ 
"Assassin's Creed had a mo- § 
mentthatmade my buddy ask 
if | was watching a cutscene 
when in fact it was con- 
trolled by me in real time.” 


“| will always resent Jade [Ray- 
mond] and Patrice [Désilets] for 
breaking our record for biggest 
new IP launch with their bar-rais- 
ing amazing title. P.S. Don’t cast 
Kristen Bell, she'll spoil your plot 
for everyone." 


"Assassin's Creed demon- 
strates that gamers are inter- 
ested ina much broader range 
of topics than the mainstream 
media gives them credit for. 
Look at the topics covered in 
recent games: The Crusades 
(in AC 1), the Renaissance (in 
AC 2), and The Imperial Age 
(Empire Total War). We even 
got to sneak in a bit of his- 
tory, architecture, and poli- 
tics in our own titles. These 
games were all top sellers. 
The world underestimates the 
intelligence of gamers to their 
peril." 


"The concept of genetic 
memory is interesting, but 
| wish they had toned it 
down some. At times, it felt 
like they were trying too 
hard to avoid controversy." 


“The thrill of exploring in 
Assassin's Creed recalled 
thetimelfirst popped Tomb 
Raider into my PS1. If the 
target investigation routine 
hadn't become so blatantly 
apparent, itwould have held 
the same spot in my heart." 


"| thought that was the REAL 
next-gen game when it came 
out." 


"| love the concept and enjoyed the first few hours. A 
fantastic take on the genre that needs some tweaking." 


FOATURG 
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The 16 Best Upcoming Games You Didn't Know About 
By GamePro Staff 


boasting a lineup of mammoth AAA games, the GamePro editors 
decided to give a shout-out to these low-key gems. Don't miss 'em! 
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n od of War this, Halo 3 that—enough already! With late 2009 and 2010 


Platforms: PC Release Date: Late 2009 


Huxley's had a bumpy road to release, with endless delays and restarts. 
Originally envisioned as an MMO first-person shooter, Huxley is now closer 
in spirit to the Unreal Tournament series. The FPS deathmatches are fast- 
paced, and you can customize your character with special buffs, boosters, 
and abilities that you can assign to a key press. For a $60 retail game, this 
might not sound particularly exciting. But Huxley will be released as a free- 
to-play title online, with extra content available for a small fee. Huxley won't 
change the world, but it might find more success than the too-little, too-late 
Unreal Tournament 3.—Sid Shuman 

Follow Sid on Twitter: twitter.com/sidshuman 


Platforms: Wii Release Date: October 


So we've got two Mario platformers coming to the Wii. Awesome, right? Not 
if you like originality. Basically, Nintendo is serving up two plates of “more 
of the same,” reheating New Super Mario Bros. DS and Super Mario Galaxy 
with some light seasoning. For gamers looking for a fresh new take on plat- 
forming, may | suggest Rabbids Go Home? The first time | saw this game, 
I'll confess, | thought it looked generic as hell. But after trying out this game 
that mixes elements of Katamari, Spyro, and Tony Hawk (back when all three 
were good), I've become a fan of these fanatic furry creatures.—Dave Rudden 
Follow Dave on Twitter twitter.com/daverudden 


Platforms: PS3, X3 


If you judge on looks alone, you might catch a glimpse of Dead to Rights: Ret- ~ 
ribution and think it’s a B-grade action romp. But dig a little deeper and you'll 
find a Max Payne-style police shooter with a style all its own. In stark con- 
trast to the sanitized violence in the previous games, Retribution’s gore is off 
the charts. You can snap enemy arms like twigs in order to steal their guns 
or, when playing as police dog Shadow, rip their genitalia off in a gruesome 
canine takedown that has to be seen to be believed. Gore hounds, take note. 
—Sid Shuman 


Release Date: Available No 


1 love Smash TV and Left 4 Dead, but you know what sucks about them? 
They’re two different games. Why, oh why, is there not a game that com- 
bines the gritty gory zombie slaying of Left 4 Dead with the twitch-friendly 
overhead arcade style of Smash TV? Thankfully we won't have to lament 
much longer, because Zombie Apocalypse is coming soon to Xbox Live Ar- 
cade and PlayStation Network. With loads of weapons, enemies, environ- 
ments, and cool quips, Zombie Apocalypse is pure, simple, zombie-slaying 
fun on the cheap. And who doesn't want that? Dave Rudden 
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Platforms: X3 DS, PC Release Date: September 


Has there been an action-adventure game worth playing through in the last 
year that hasn't been filled from beginning to end with buckets of blood? 
Don't get me wrong: gore is great, but a change of pace would be more than 
welcome. Mini Ninjas takes the great action gameplay IO Interactive has 
been honing while working on games like Hitman and Freedom Fighters and 
applies it to an artistic and cute interface. The world of Mini Ninjas is filled 
with adorable characters, humorous action, but most importantly, great 
combat. If the team that made Wind Waker ever put their art style to Ninja 
Gaiden, | bet the end result would have been Mini Ninjas.—Dave Rudden 


Platforms: X360, PC Release Date: Late 20 


This is sort of a sleeper title that could make some noise when it comes out. 
Take FPS shooter action and mix in a dose of time traveling and you have the 
gimmick behind Darkest of Days. You're basically a Time Cop (Jean Claude 
Van Damme's finest movie— just kidding) and you hop all around time mak- 
ingsurethe natural course of history stays intact. That means blasting people 
during Custer's Last Stand with lasers and witnessing the disaster of Pom- 
peii with your own eyes. You also have to save certain figures who are impor- 
tant to the timeline. This is one indie shooter that bears watching.—Tae Kim 
Follow Tae on Twitter: twitter.com/taelurkim 
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c T a Dy 
Platforms: W Release Date: 2010 


Okay, so maybe The Conduit didn’t exactly revolutionize the first-person 
shooter genre, but it’s easily the best shooter on the Wii with one of the most 
original premises for an FPS game on any platform. The Grinder, which comes 
from The Conduit developers High Voltage, continues their trend of spicing 
things up story-wise with their latest FPS offering. It’s set in the Southwest 
and feels like the video game equivalent of From Dusk Till Dawn only with 
more beasts for you to grind up into bloody bits. The Grinder has giant vam- 
pire bats that bear a striking resemblance to those from Robert Rodriguez's 
campy horror flick, but it also features Tremors-like sand worms, were- 
wolves, and big lumbering Jason Voorhees-esqué enemies called Slashers. 
The Grinder will appeal to horror buffs and FPS fans alike.—Patrick Shaw 
Follow Patrick on Twitter: twitter.com/patrickshaw 


Platforms: PSI Release Date: September 


PSP fighters don't get much love, but that might change with Soulcalibur: 
Broken Destiny. It is, without a doubt, the most technically impressive game 
I've seen on the PSP. The graphics are up to the quality of the PS2 editions, 
and the action and character customization are straight out of Soulcalibur IV. 
Of course, guest star Kratos from God of War Ill is a key selling point to this 
edition. But the fluid 60 frames-per-second action and endless unlockable 
content makes Broken Destiny one of the most promising PSP games I’ve 
seen yet. Gimme now.—Sid Shuman 


Platforms: Wii Release Date: 2010 


In Ridley Scott's Gladiator, Russell Crowe's character Maximus gets to deter- 
mine whether his battered enemies get to live or die. Oh, and he must make 
this tough decision as bloodthirsty spectators in the stands shout whether 
or notthey want him to show mercy. If he goes along with the crowd, he'll be 
favored by them. This aspect of Ancient Rome's vicious gladiatorial games is 
a big part of the upcoming Wii-exclusive fighting game Gladiator A.D. In the 
game you can either show pity to your weakened opponents or finish them 
off in a fashion that's similar to Mortal Kombat's trademark fatalities. The 
game is still in its infantile stages of development—it’s not coming out until 
the end of 2010—but the game already looks slick in action.—Patrick Shaw 


Release Date: September 


Platforms: D: 


I've already gushed about this game after seeing it at E3 but I'll say it one 
more time: Scribblenauts has serious potential. | basically begged Warner 
Bros. for a copy, even promising that I’d drive to their HO to pick it up if | have 
to. There are a lot of triple-A titles releasing in 2009, but Scribblenauts is 
probably the one l'm most excited for. The first thing I’m going to do when 
| get my copy is conjure up a zombie and put it on a skateboard. And | can't 
wait for the insane videos that are sure to pop up on YouTube.—Tae Kim 


Platforms: DSi Release Date: Late 2009 


For a DSi game, Ghostwire looks genuinely unnerving. The game is Nin- 
tendo's first foray into the DSi's Augmented Reality technology, which 
allows users to see ghosts everywhere and anywhere in the real world 
by utilizing the DSi's built in camera. As kind of a seeing stone into the 
paranormal world, your purpose in Ghostwire is much like Haley Joel Os- 
mond's character in the Sixth Sense: Finding ghosts and helping them re- 
solve some unfinished business so they can move on peacefully. This is a 
DSi-only title available on Nintendo's DS download service, so keep your 
peepers peeled for these poltergeists.—Sean Mirkovich 


‘muRanel og. 
DAMON Bram 


Platforms: Wi Release Date: September 


There are few titles that can hold a light to the jaw-dropping, drool-inducing 
world on display in Vanillaware's Muramasa: The Demon Blade. From the 
creative forces behind the RPG sleeper hit Odin Sphere comes a stunning 
twiston the action-RPG genre. You explore a world of legend inhabited by en- 
chanting Japanese mythology, brought to life through hand-drawn environ- 
ments, characters, and animations. As either the warrior princess Momohime 
ortheamnesiac shinobi Kisuke, you can hack and slash your way through this 
immersive and magical world. Once you see the game up and running, you'll 
agree it's one of best looking games on the Wii, period.—Will Herring 

Follow Will on Twitter: twitter.com/grey2scale CONTINUED > 


EPRO.coM // OcT2009 // 55 


THE UNKNOWNS 


Release Date: 2010 


Platforms: PS3, PC 


After years of development, DC Universe Online is complete with just 
about every hero and villain from every nook and cranny of Metropolis and 
Gotham. As far as we can tell, this game is squarely targeting gamers who 
have the chops for a World of Warcraft title, but really just want to fly around 
shooting stuff with laser vision. At our last count, DC Universe Online’s cast 
of characters was over 100 total, with niche playable characters like Black 
Adam, The Question, and Zatanna. But expect DC faves like Batman and Su- 
perman to drop in as well.—McKinley Noble 

Follow Mckinley on Twitter: twitter.com/KenTheGreat1 


September 


Platforms: DS 


Ubisoft offers up one of the deepest real-time worlds to date in their new- 
est adventure, C.O.P. The Recruit. Players fill the shoes of former street racer 
turned undercover agent Dan Miles as he takes on the criminal underbelly 
of New York City. C.O.P. is damn impressive, and not just “impressive for a 
DS game." With a six square-mile recreation of New York for players to ex- 
plore, no loading screens, and a consistent 60 frames per second framer- 
ate, Ubisoft may have the next big open-world action game on its hands. 
—Will Herring 


Platforms: PS3, X360, PC Release Date: 2010 


Sonic & Sega All-Stars Racing already plays and feels 10 times better than 
whatever Sonic Riders was trying to accomplish. This time around, every- 
one's ditched the snowboards and taken to the racetrack, while characters 
from all around the Sega-verse are bringing their own Technicolor vehicles 
to the fray. Sure, purists can cry foul about. Sonic being faster on foot than 
on wheels, but with tons of wacky courses and playable characters hailing 
from games like Super Monkey Ball and Samba De Amigo, half of the fun is 
justseeing everyone's "All-Star Moves." Anyone else think Jet Set Radio and 
a cameo from Ulala should be included? —McKinley Noble 


Release Date: Late 2009 


A remake of the 1989 NES classic, A Boy and His Blob has me wishing it was 
autumn already. If the idea of having a pet blob that turns into things like a 
bomb and a blowtorch doesn't immediately win you over, you really need to 
see this game with your own eyes to be convinced. The NES original A Boy 
and His Blob: Trouble on Blobolonia may not have been as huge as Super Ma- 
rio Bros., but it was one of the best platformers Nintendo's first home con- 
sole had to offer. And with games like LocoRoco, deBlob, and now A Boy and 
His Blob, blob protagonists are definitely on the rise.—Heather Bartron 
Follow Heather on Twitter: twitter.com/Terrorincognita 
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Thinking about a career in gaming? 
Here are 5 lessons to consider. 
By Derek Draven 


A s both an expressive form of art and a billion dollar business, video games transcended their origi- 
nal geeky stereotypes a long time ago to become a central part of pop culture in much of the world. 
As the gaming industry has grown and moved past this unfortunate archetype, it has become clear to 
thousands, if not tens of thousands of individuals, that game development and design can be a lucra- 
tive career choice. 

Thanks to this popularity, colleges and universities across North America are embracing game de- 
sign into their regular curriculums like never before. Some schools are creating special campuses and 
locations and even degree tracks specifically for video game design. 

Most of us sit around and wonder what it would be like to design the coolest new video games for 
a living, but what can serious new students expect if they decide to tackle such a career? GamePro 
spoke to key individuals from a handful of game design schools and programs to get their take on what 
a fresh-faced student can expect. 
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T ARE YOU INTERESTED IN? 


Smart aspiring game developers and designers will 
already have a good idea of what skills they want 
to hone and develop well before they begin apply- 
ing to game design university programs. This is an 
important consideration; understanding it will help 
you choose the right program for your career. 

As a general rule, many schools focus on two 
or three different tracks. These usually consist of 
programming, art/design, and level design. Sa- 


cred Heart University's Computer Science Gam- 
ing Track, for example, " is a good mix of gaming 
design and development," according to Professor 
Domenick Pinto, Chairperson of Sacred Heart's 
Computer Science and Information Technology 
department. "Students will be getting a strong 
background in areas of both Computer Science 
and Information technology as they progress 
through the program." 


Some schools, like the Los Angeles Film School, 
prefer a more balanced approach. "Instead of of- 
fering specific tracks, our game program is holistic, 
immersive and production driven in nature," Game 
Production Program Director Michael Blackledge 
explained to GamePro. “| believe it's essential for 
all members of a game team to understand and ap- 
preciate the work involved for each discipline (e.g. 
design, art, programming, producing, audio, etc)." 


the rest... 


Surrounded by over 70 game companies 


More IGF student awards than any other college or university 


World's first bachelor degree in game development 


5001 150th Ave NE | 
Phone (866) 478-5236 | 


PDigiPen 


INSTITUTE OF TECHNOLOGY 


Redmond, WA USA 98052 
FAX (425) 558-0378 | 


TS NOT PLAYING GAMES 


"The hardest challenge any student faces is real- 
izing that it is not as much about playing games 
as much as creating games.” says Ann DeMarle, 
Director of the Emergent Media Center at Cham- 
plain College. “Though game play is excellent at 
teaching critical-thinking skills, a whole other set 
of skills are needed to build games. These include 
how to work in a team, how to code, how to draw, 
model, think in 3D space, etc.” 

Tom Dowd, Assistant Professor at Columbia 
College has equally sound advice. “Our goal is 
to challenge how students think about their most 
favorite and least favorite games, as well as their 
own designs. We nag them with the simple ques- 
tion of "Why?" Design isn't arbitrary. Every deci- 
sion has to be answerable to the designer or to 
someone else. 

Finally, it is important to recognize the inher- 
ent challenges within the actual courses involved. 
“The term ‘game design’ has become a very ge- 
neric term used to describe many different facets 
of the video game industry. Therefore, from our 
experience, it is better to evaluate the challenges 
based on the courses in the specific degree pro- 
grams.” remarks Kristin Weissman, Director of 
Public Relations at Full Sail University. 
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ANTOINETTE WESTPHAL 


COLLEGE OF MEDIA ARTS:& DESIGN 


Columbia College Chicago is one of the largest private arts colleges in the U.S. 


www.digm.drexel.edu 
215.895.1675 


d 


Drexel 


UNIVERSITY 


Imagination. Technology. Superior gaming. 


GAME.COLUM.EDU 


EGE CHICA 


VISUAL, PERFORMIN 
TION ARTS 


OPEN HOUSE 


Saturday, November 7th 
Come see how our students work. And play. 


RSVP for Open House at www.colum.edu/openhouse. 


ESSO 


For most students, there is no such thing as breezing through college or 
university, but those tackling higher education for the purpose of creating 
videogames need to have some firm prerequisites in hand before they 
can consider applying to a game design university or program. So, what 
will you need? “Reading, writing, math, drawing, and flexibility in regards 
to technology. But most importantly, love of learning” recommends Ann 
DeMarle. Kristin Weissman suggests that “strong discipline is a key skill, 
along with communication and writing.” 

Finally, Tom Dowd urges students to have “solid verbal and written com- 
munication skills, as well as broad creativity and attention to detail.” He goes 
on to suggest how easy it is for potential students’ work to become stagnant 
as they iterate within current game design and gameplay conventions. “Too 
many students are locked in the current game culture and suffer for it.” 

Teaching game design courses means that colleges and universities 
must keep up to date with technology. Students can expect to learn how to 
master programs like Maya, Unity, Torque 3D, Flash, Adobe Suite, C++, Ac- 
tion Scripting, and Python, to name but a few. However, potential students 
interested in one particular facet of game design must be prepared to learn 
the detailed workings of less familiar subjects. 

“Successful members of the 
game industry have to understand 
the language that their teammates 
speak,” explains Tom Dowd. “Pro- 
grammers need to understand the 
fundamentals of 3D modeling. De- 
signers need to understand object 
oriented programming structure, 
and so on. Communication is the 
biggest failure point in the profes- 
sional industry.” 


Champlain College is situated near the picturesque Lake Champlain. 


STILL INTERESTED? 


As with any challenge however, not everyone will be able to handle the pres- 
sure of the high demands most of these programs place on their students. 
It's definitely not fun and games. 

“| think many students who want to make their vocation ‘fun’ do not 
realize that the game industry is a business, and making games does not 
represent the same kind of fun, Kristin Weissman told us. “For many, play- 
ing games is second nature and relatively easy, but the business of making 
games is quite different. Too many students think that because they like play- 
ing games that they're also going to like making them. That's simply not true, 
and we warn our incoming students of that immediately.” 

“We do lose some, yes, which is good. They [students] need to go out 
and find out what they're going to enjoy doing.” says Tom Dowd. Ann De- 
Marle has another valid viewpoint that acknowledges a certain amount of 
fluidity within the profession, at least in the early stages of your career. “Stu- 
dents do move between majors. For instance, a would-be designer may ac- 
tually discover that they are a programmer. A programmer may discover that 
they would like pure software engineering instead.” 

So, if you enter a game design college/university or a game design pro- 
gram and manage to dodge the aforementioned bullets, how long can you 
expect your studies to keep you occupied 
before you're fully prepared to enter the 
business? Not surprisingly, the answer to 
this question varies. It ultimately depends 
on the skill level of the student involved. 

During our conversations with our three 
guests, we came up with anywhere from 


two to as many as five years of hard work 
and studying. Regardless, Kristin Weiss- 
man stresses one key point. "Today, it is 
going to take a bachelors degree to get into 
the video game industry." 
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You ALREADY 
KNOW HOW TO 
MAKE GAMING 


FUN. 


Now make it a marvelous, fun-filled career. 


Open the doors to an exciting, profitable gaming career! 
Sacred Heart University's Bachelor's Degree in Computer Science 
E with a concentration in Game Development & Design gives you 
everything: graphic engineering, animation, interactive 
experience, touch screen, algorithms and more. Take advantage of 
our devoted faculty, Division | sports and a super location close to 
the action in New York and Boston. We've got game in every way -- 
including a 5-year option to earn your Bachelor's and Master's! 
Visit www.sacredheart.edu/gaming.cfm or call 
(203) 610-9503 for details, 


SACRED HEART UNIVERSITY 


t 
E 


LESSON 5 


Economic troubles are currently afflicting ev- 
ery major industry in the world, and the video 
game industry is not immune. Despite raking in 
more money than Hollywood cinema, it should be 
noted that getting your foot in the door isn’t al- 
ways a guarantee, even with the aforementioned 
degree. It's not all gloom and doom, however. 
There’s great news for the hard working student 
who keeps their nose to the grindstone. 

“Full Sail University maintains a Placement 
Department of 45 people who all carry specific 
roles in helping to coordinate a student's launch 
into the industry. Over the 30 years that Full Sail 
has been teaching for the Entertainment Technol- 
ogy Industries, our alumni employment percent- 
ages have consistently reflected a strong majority 
each year ranging from 75 percent to 85 percent, 
depending on year and degree program." says 
Kristin Weissman. 

Tom Dowd says that "Getting a job is about 
quality of work and quality of character. Hopefully 
your choice of school can help you develop both, 
but ultimately it falls to the student as to whether 
or not they can get hired. We think it will be very 
hard for students to find entry level positions for 
the next year or two. We're encouraging them to 
get into their own independent development and 
use that work to show off their skills." 

According to Michael Blackledge, The LA Film 
School's "Career Development Team supports 
the college's technical and general education with 
hands-on, interactive workshops designed to help 
students formulate successful career strategies, 
prepare them to effectively enter the professional 
workplace—through internships and entry-level 
employment—and achieve success in their cho- 
sen field." 


Digipen has a system called system called My- 
Interfase where prospective employers can post 
the latest position announcements (contract, full- 
time or internship opportunities). Digipen stu- 
dents can post their resume and apply to jobs 
posted in this database. Digipen also hosts an an- 
nual career day where employees can come to 
meet its students. 

Finally, Ann DeMarle remarks that "College is 
a time of life choices. However, Champlain Col- 
lege keeps track of our grads and continues to sup- 
port them after graduation, working with them to 


Location: Chicago, IL 

Specialties: Animation, Game Developement, 
Programming, Sound 

Cost: $37,000 / year 


Location: Burlington, VT 
Specialties: Game Art and Animation 
Cost: $25,850 / year 


Location: Fairfield, CT 

Specialties: Computer science, Information 
Technology 

Cost: $40,000 / year 


find jobs through our Career Planning office and 
through their connections to individual faculty 
members. The college has an overall placement 
rate in the 90th percentile." 

So, do you have what it takes to helm the 
next UbiSoft? Can your graphics code trump the 
CryTek engine? Do you have what it takes to hum- 
ble Hideo Kojima? If you can answer with a future- 
optimistic "Yes," then a career in game design 
might be your thing. If you're willing to dedicate 
yourself to a lot of hard work, great challenges, 
and many many many pots of coffee. 


Location: Redmond, WA 

Specialties: Applied game design, 
animation, engineering 

Cost: $67,500 — $95,600 (total program cost) 


Location: Winter Park, FL 

Specialties: Game Art and Developement, 
Sound 

Cost: $40,000 / year 


Location: Hollywood, CA 

Specialties: Comprehensive: design, busi- 
ness, production 

Cost: $37,900 / year 


When you are ready to do more than 

simply play your favorite games, the Game 
Production Degree Program at The Los 
Angeles Film School in Hollywood, CA could 
be your next move. 


The Los Angeles Film School's new 
14-month Associate of Science Degree 

in Game Production is a one-of-a-kind, 
immersive experience designed by industry 
professionals. The ambitious degree program 
will produce industry-savvy graduates with 

a portfolio of hands-on games industry 
experience. 


During the 14-month program, students learn 
to explore games and game making from a 
theoretical perspective and ultimately apply 
practical skills as a principle team member 
on a final student game in a ‘game studio’ 
experience. 


The courses in the program cover an array 
of topics, including critical game studies, 
game programming, game design and a final 
project. 


During Critical Game Studies, students 
learn to analyze and appreciate games 
from a diverse global perspective. They are 
introduced to game theory and challenged 
with creating engaging game experiences 
using conventional game mechanics. 


{ADVERTISEMENT} 


Students will also learn the dynamics 
involved in the business in games and about 
the pioneers of the industry. 


The game programming courses in the 
program include essential and advanced 
programming, as well as, scripting 
languages, data structures and tools. 
Each course will utilize video games and 
mini-games to enhance each student's 
understanding and retention of materials. 


Game Design is explored using a digital 
platform as students experiment and develop 
practical design skills. Project management 
skills are also taught, as the students apply 
their PM skills in an agile environment. 


Since asset management is essential during 
game production, students will also have a 
hands-on opportunity to build and maintain 
a reliable asset pipeline for art, audio and 
cinematic assets. Prior to their final project, 
they pitch an original game concept. 


During the final project, students will 
experience the green light process while 
constructing the game design. As each 
studio team enters pre-production, students 
make final planning arrangements before 
entering the production stage. 


The final project will commence during 
the game production stage as each studio 
team demonstrates a culmination of 

skill, teamwork, planning, technique and 
professionalism. 


In addition, The Los Angeles Film School's 
unique interdisciplinary culture (including 
film, animation and audio) provides game 
production students a rich opportunity to 
collaborate with fellow students from other 
disciplines. 


Students also get up close and personal 
with industry guests and log real world 
experience in a simulated work environment 
as they prepare to begin their career in the 
world of professional game production. And 
with success in mind, The Los Angeles Film 
School's Career Development Department 
is there to provide guidance as students 
navigate their way through the interactive 
entertainment industry throughout their 
career. 


LOS ANGELES 


SCHOOL 


FILM + GAMES + ANIMATION 


6363 Sunset Boulevard Hollywood, CA 90029 * 323.860.0789 * Accredited College, ACCSCT 


even five years ago when the first Guitar Hero took 

the world by storm. As the game was growing in popularity, the 

plastic guitars required to play the game started to shrink the 

space in our closets. Then came Rock Band, with its own guitars 

and a new drum set. Over the course of this year and next, we've got a new 

music accessory, a new sports accessory, as well as requisite updates to 

Rock Band and Guitar Hero's models. Beyond that, new controller types are 

coming to the Wii and PlayStation 3. Check out what each of these new pe- 

ripherals will be bring to the table, and find out whether they'll find a home 
by your couch or in your closet. 


Stylish and unassuming, the DJ Hero Turntable is the coolest-looking 


music game accessory everl 


The music genre has evolved greatly since Guitar Hero put it on the 
charts, but as you can see, DJ Hero still sticks to a general template to al 
low gamers to ease into this new music title. 


, d-pad, 
and face buttons are hidden behind the com- 
partment. Nothing special, but hey, maybe that 
means we can use this thing to navigate con- 
sole dashboards! 


is the same as Star Power 
in Guitar Hero. Complete specific phrases in a 
song without missing a beat to earn Euphoria, 
which can be initiated with a press of the Eupho- 
ria button. 


Position the control be- 
tween the left, right and center positions to match 
the onscreen track changes. 


changes the 
samples you'll hear in a song every time you press 
the red "stream" button on the rotatable turntable. 
Twist the dial to incorporate different sounds like 
atrue DJ. 


on the turntable function like the fret buttons on 
Guitar Hero's controller. At the very easiest level, 
you're just pressing them in time with the music, 
but higher difficulties require you to incorporate 
the turntable. 


can be separated 
and attached to the other side of the controller, al- 
lowing for easy lefty flipping. When playing more 
difficult modes, the turntable needs to be ro- 
tated while notes are being held. On medium, the 
game requires you to scratch during certain sec- 
tions. On hard, it requires you to scratch in spe- 
cific directions. 
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Actvision’s riskiest peripheral ever may just reinvent 
the skateboarding video game. 


The skateboard is equipped with 

that will notice when the player waves their hands across them, caus- 
ing your on-screen character to do grab tricks. Additionally, you can gain 
speed by running your feet along the side. 


The skateboard's will allow your on- 
screen skater to change his trajectory as you use your weight to swivel the 
board's direction. Sturdy, yet loose, the board is easily maneuverable when 
on the proper surface. 


on the skateboard to allow easy menu navigation. Hopefully, they won't play 
a part in gameplay. 


The of the skateboard will tilt when weight is ap- 
plied, much like a real skateboard. Like in the previous games, jumping and 
grinding are the main gateways to performing tricks. 


Microsoft's gesture-sensing device isnt expected to 
hit until late 2010 on the Xbox 360, but it's already | 
eaming industry hype. 


Natal's. promises some 

impressive specs, such as the ability to detect and v 
track multiple human faces, or even individual fin- 

gers on your hand. This is the primary engine be- 

hind Natal's gesture-recognition abilities. 


A monochrome 

allows the Natal sensor to see its surroundings 
in three dimensions. Microsoft's press materials 
say it will see under "any lighting conditions," but 
we'll wait for the final product to test that claim. 


Natal's 

will recognize your voice. Microsoft claims Natal 
can detect "a difference of emotion in your voice," 
which sounds like sci-fi to us. But the promise of 
talking to in-game characters using your God-given 
voice is potentially groundbreaking. 


works much like the Wii's 
Sensor Bar, as the Natal is designed to be placed 
above or below your TV. You can also adjust the 
depth of the 3D sensor so it won't interfere with the 
placement of your couch or coffee table. 


Natal's greatest feature could be its . 
Microsoft Chairman Bill Gates has hinted that Natal will be compatible with Windows 

PCs, telling CNET’s Ina Fried that "there incredible value as we use that in the office con- 

nected to a Windows PC." 
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The new guitars coming out alongside Beatles Rock Band don't boast 
much in the way of new features, but they're easily the coolest-looking 


plastic axes we've ever seen. 


GRETSCH DUO JET GUITAR 


Used by George Harrison mainly during The 

Beatles' early years, Harrison used his clas- O-----» 
sic Gretsch Duo Jet Guitar on the Beatles hit 

"She Loves You." 


RICKENBACKER 325 GUITAR 


John Lennon modified the original Rick- 
enbacker 325 Guitar to fit his style, with a 
sleek black finish and a giant tailpiece. He 
was first seen using the 325 on the Beatles’ 
debut in the U.S. on The Ed Sullivan Show. 


O----- > 


HOFNER 500/1 VIOLIN BASS 


Paul McCartney was drawn to the Hofner 
500/1 Violin Bass because of its symme- 
try; it worked best for him as a left-handed 
bassist. He also currently still owns his 
original 1963 model. 


O-----»- 


Guitar Hero 5 Guitar 


The industry-standard guitar accessory 
gels some cool new twecks! 


Other than a more durable strum bar and precise 
whammy bar, there are no new giant changes to the 
Guitar Hero 5 guitar. You will see additions aestheti- 
cally, however. There are now grooved indentations 
on the neck slider, colored dots on the side of the 
neck, and a new finish with pick guard. 


O-----» 
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GAME OF 
THE MONTH 


BATMAN: 
ARKHAM 
ASYLUM 


There is no doubt that Batman is one of the 
most iconic fictional characters ever cre- 
ated. Armed with the intellect and obser- 
vational powers of Sherlock Holmes, the 
brutal kickassery of Bruce Lee, the gravelly 
lone-wolf mentality of Clint Eastwood's 
Man With No Name and the “where did 
he go?” stealthiness of a ninja, Batman is 
the superhero that other superheroes wish 
they could be. 

But while the Batman mystique has 
been successfully portrayed in count- 
less comic books and ‘movies (not to men- 
tion the awesomely campy TV show), the 
Caped Crusader has had a rough go of it 
in the video game world. Aside from the 
wonderfully quirky LEGO Batman, the li- 
brary of games starring the Dark Knight 
isn't exactly the stuff of legend. That's all 
aboutto change, however, with the release 
of Arkham Asylum. 

This dark and gritty title finally does the 
world of Batman justice, delivering a thrill- 
ing experience that puts all the past efforts 
to shame. While the game ultimately falls 
short of its lofty goals, there is no doubt 
in our minds that it's a title every gamer 
should experience for themselves. We 
chose veteran reviewer Cameron Lewis to 
puton the mantle of the Batman and his re- 
view is just a page turn away. So read on 
and we'll see you here next month, same 
Battime, same Bat channel. 


GAME REVIEWS: 


Batman: Arkham Asylum (PS3, Xbox 360, PC) 


Dissidia: Final Fantasy (PSP) NCAA Football 10 (PS3, Xbox 360, Wi 


Fate/unlimited codes (PSP) ti ports Resort ( 


Heroes Over Europe (PS3, Xbox 360) 


KontrolFreek FPS Freek Adapters 


This month, the GamePro Labcoat Squad looks at a cool little add-on that aims to turn your 
standard controller into a freewheeling vehicle of hot video game death. 


Ithough they'll never be as responsive or accurate as a keyboard and mouse combo, console controllers are more 
than adequate for playing FPS games. Some gamers have gotten so adept with them that they could give PC gamers 
a serious run for their money. However, that doesn't mean that there isn't room for improvement. That's where the de- 
ceptively simple FSP Freek comes in. This add-on is basically a pair of detachable analog sticks that latch onto your con- 
troller's existing sticks and extends them up higher. Your thumbs sit at a more comfortable position and they give you 
a better feel. 
We can't back up the company's claims that "the added analog stick length provides 40 percent more linear distance 
from full stop to stop" but during our testing, we did notice an improvement during fine analog stick movements. It's not 
going to turn you into a FPS master, though; if you completely suck, the FPS Freek won't make you any better. But the 


extended analog sticks did feel SESE ha 
FUN FACTOR - 


pretty goodin ourinformaltests | 


and sometimes, that can make 
PROS: Raises the length of the analog sticks, 


all the difference in a heated 
Call of Duty 4 match. Best of all, 

making them more comfortable to manipulate; 
cheap price. 


they only cost $9.99, so it's not 
a huge waste if you decide that 
you like the stock controller 
more. If you're serious about 
your console FPS games, we 
recommend you give the FPS 
Freek a try; casual FPS gamers, 
however, should probably stick 
with the stock controller. 


CONS: It can't compensate for a total lack of 
FPS skills; even at a bargain price, it might not 
be worth it to some gamers. 


GAMEPRO's RATING SCALE 


Behind the Stars 


The best of the best. If you don't own this game, you should. 
Think Halo, Zelda, Resident Evil, and Metal Gear Solid. 


*r *r * Jt * Highly enjoyable, but falls short of true greatness. 


The Fight Nights and Tony Hawks of the world. 
3.5 to 4 Stars 


* * tk $ * Approach with caution—try before you buy. Enter the Matrix 


and the Dynasty Warriors games fall squarely in this category. 


2.5 to 3 Stars 


* te * * * Should come with a sticker: “Warning, contains poisonous 


amounts of suckage.” Remember Backyard Wrestling? Games that score 
1.5 to 2 Stars gher are awarded our coveted 


m Editors' Choice Award. 
* * * * * An absolute insult to humanity. Y eem 


Kill it with fire and holy water. 
Oto 1 Star 


( Detective Made 


Use the zoom mode to select an individual 
Explosive Gel'charge to detonate. 


Structural Weakness 


Structurally weak walls will 
collapse with a controlled 
explosion. 


Explosive Gel 


A oo 


Batman has a utility belt full of useful gadgets that makes life a bit easier. The sweet 
enhanced vision also helps by pointing out structural weaknesses and locating enemies. 


BATMAN: ARKHAM ASYLUM 


This loony bin is well worth a visit, but its most interesting residents are all mysteriously absen 


Detonate 
Spray Explosive Gel 


fess [xbox soo ESRB Sm 


hile other superheroes merely catch the 
W crooks and then parade around with 
smug smirks, Batman goes out of his way 
to get inside the criminal mind and twist it into sub- 


mission; that alone makes him one of my favorite 
comic book characters. Similarly, Batman: Arkham 


Asylum crawls inside your head and rearranges the 
furniture. It’s a triumph of mood and psychologi- 
cal tension, and devoted fans will find a great deal 
to excite them. But they're also bound to be disap- 
pointed by its reliance on repetitive combat and a 
shortage of villains worth the big man's attention. 


Batman's greatest weapon is his intellect but luckily, he's also pretty good at kicking some ass. 


WELCOME TO THE MADHOUSE 

Play begins as Batman escorts the bound Joker 
into the depths of Arkham Asylum's Intensive 
Treatment ward. It seems that our hero has foiled 
another of the Joker's bizarre plans, but Bat- 
man's suspicious of the ease with which the cack- 
ling wing-nut allowed himself to be captured. 
Of course, Batman's hardly a paragon of san- 
ity himself. Anyone who runs around the filthy 
streets of Gotham in the dead of night in a cape 
and mask has some deep issues to sort out, so 
the howling mad world of Arkham Asylum could 
easily pose a dire threat to the dark knight's 
remaining marbles. 

These early moments make a remarkably 
strong first impression. Batman's imposingly 
broad physique certainly calls to mind the exagger- 
ated features of the comics more than any matinee 
idol, Mark Hamill's voice-over work breathes the 
full spirit of insanity into the toothy green-haired 
mastermind, and | cheered openly the first time | 
planted a boot straight into a rampaging inmate’s 
kisser in slow motion. Oracle, Batman’s disabled 
former partner, guides me through an introductory 
encounter with Victor Zsasz, and a little exploration 
earns me the first few of the Riddler’s 240 simple 
puzzles and hidden collectibles. The stage is set, 
and my blood is pumping. 


PS3 owners have a reason to crow: they get exclusive rights to use the Joker in the Challenge Maps. 


THE GREAT OUTDOORS 
I learn to shimmy along ledges and grapple up to 
hidden nooks, and battle my way through to the 
outside. It's here that the world of Arkham Asylum 
really opens up. Okay, so you're not going to find 
a free-roaming world with the scale of a Grand 
Theft Auto, but there is a solid amount of space to 
explore all the same. You'll seldom have a choice 
of objectives to pursue, but the outdoor grounds 
do nicely complement the more restricted interi- 
ors that make up the lion's share of the game. 
The presence of the Botanical Gardens not- 
withstanding, the hospital setting and grim tone 
don't lend themselves to a great deal of visual 
variety, but Batman: Arkham Asylum still excels 
when it comes to mood and audio-visual flour- 
ishes. Whether you're stalking a deranged mur- 
derer in Arkham Mansion or piecing together the 
Joker's true purpose in the Medical Facility, the 
most memorable corners of the island feel lived- 
in, even haunted. An outstanding musical score 
helps keep the tension from flagging even when 
the corridors and ventilation ducts start to blend 
together, and | never saw any ofthe texture pop-in 
that's so often been an unfortunate calling card of 
the otherwise excellent Unreal Engine. 


MULTIPLE PERSONALITIES 

As the hours pass, though, it seems more and 
more like Batman: Arkham Asylum is being pulled 
in opposing directions. The Caped Crusader’s 
cowl is a vital piece of equipment you'll use more 
often than your unenhanced eyesight, since it 
takes a bright highlighter to the ventilation grates, 
destructible walls, security boxes, and simple fo- 
rensic trails, but it also flattens the gritty high con- 
trast world into a far less appealing film of blues 
and yellows. Similarly, you can earn buckets of ex- 
perience by lining up pieces of question marks or 
snapping shots of solutions to the Riddler's puz- 
zles, but not all of the 20 upgrades are useful in 
practice. | loved the idea of the remote control Ba- 
tarang, for instance, but never did find a moment 
when it was preferable to a straight toss. 

Luckily, the better gadgets, like the Batclaw, 
open up cool strategic possibilities, and thus prove 
much more gratifying to use. One of my favorite 
tricks when facing heavily armed goons was to si- 
lently drop a thug from behind, leave some explo- 
sive gel near his carcass, hide on a nearby ledge, 
and then wait for his buddies to come running for 


a face full of kaboom. Batman sometimes seems 
to take his sweet time climbing over obstacles or 
grappling out of the line of fire, and its tempting 
to simply abuse the gargoyles that hang high for 
no apparent reason in most large rooms, but the 
context-sensitive controls are responsive enough 
to allow you to craft some impressive ambush se- 
quences that provide many of the game's most 
enjoyable moments. 


THUG LIFE 

It’s ashame that some of Batman’s coolest gear and 
tactics are only accessible late in the game, no mat- 
ter how quickly you earn your levels, but there’s a 
bigger problem, and it’s one that consistently holds 
back the joy of playing from start to finish: most of 
the unarmed enemies you face and the moves you 
use against them just aren't terribly interesting. 
Timing your attacks, dodges, and takedowns to 
form combinations is certainly fun in a mechanical 
sort of way that beat-em-up fans will surely enjoy, 
but when you've only got one attack button, there's 
little room for any personal style. What's more, one 
would think an asylum with Arkham's reputation for 
lunacy would have more than just thug, thug-with- 
a-knife, and thug-with-a-cattle-prod archetypes 
to throw in front of your punches, the occasional 
sniper or back-biter notwithstanding. 

And where are the marquee villains? Why is al- 
most every boss battle virtually identical? When I 
first met up with Bane, the ensuing clash was thrill- 
ing. When | later had to fight what is essentially the 
exact same creature with a different skin, my ex- 
citement took a gut punch. By the third, fourth, and 
fifth times, | had my attack pattern down to a sci- 
ence, and my expectations had taken a dive. There 
are two memorable confrontations against famous 
foes towards the end, but they can't entirely make 
up for the tedious repetition that precedes them. 


INNER CONFLICTS 

There are two important mitigating factors that 
keep Batman: Arkham Asylum's flaws from crip- 
pling the entertainment value of the whole. The first 
isatruly fantastic collection of cinematic sequences 
that depict Scarecrow's attempts to break Batman's 
psyche over his knee. The actual gameplay involved 
in these brilliant interludes is a shade minimalistic, 
but the spectacle nevertheless inspires the sort of 
wide-eyed wonder that rarely survives the journey 
from comic book to video game. 


The other saving grace is the collection of 
unlockable challenge maps. Stalking the island 
for the remaining riddles when no danger remains 
quickly becomestiresome, but you'll persevere just 
so you can sink your teeth into all 16 increasingly 
tough tests of your skill. Brawling in this context 
suddenly feels like a performance worth practicing 
for the sake of leaderboard bragging rights, and 
stealthy set pieces reward you most for taking out 
goons in ever more challenging and elaborately 
stylish ways. (PlayStation 3 owners will even get to 
play as the Joker in free and exclusive download- 
able levels that'll be available on release day.) 


You Don’t HAVE To BE CRAzY To 
WORK HERE... 

Batman: Arkham Asylum doesn't quite deliver 
on all of its big ideas, and thus dodges the high- 
est of accolades, but its rousing peaks make its 
low points more than bearable. Its best mo- 
ments of dazzling showmanship easily qualify as 
must-see entertainment, even if they're not suf- 
ficient to make the game as a whole a must-play. 
—Cameron Lewis 
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spectacular moments; addictive 
maps; accessible controls; collectible riddles. 


CONS: Rote melee combat; dull stock oppo- 
nents; recycled bosses; some throwaway up- 
grades; precious few super-villains. 


TIPS FOR SURVIVING 
BATMAN: ARKHAM ASYLUM 


Batman might be a paragon of virtue, but he’s only human. We rounded up some tips to help you 
make the most of your tools and skills, and keep Joker's henchmen from clipping your wings. 


Batman's costume isn't just for show: it has 
a suite of features to make your life much 
easier. Take full advantage of every tool in 
your arsenal or you won't survive for long. 


COSTUME COMFORT 


Resist the temptation to buy Batman's armor upgrades early in the game. The WayneTech purchase 
screen won't tell you so, but each of the four available improvements to your uniform's strength 
also doubles as a full and immediate health refill. This side effect comes in pretty handy during a 


couple of tough battles late in the game. 


BEAST BAITING 

Bosses hyped up on Titan all follow the same 
basic pattern; master one, and you master 
them all. Just as one starts to charge, dou- 
ble-tap L1 to toss out a batarang, dodge, and 
then start pounding. Or, if you'd prefer to earn 
a trophy or achievement by leaving your bat- 
arang on your belt, stick with this simple pat- 
tern: two attacks, double-tap dodge into the 
boss to flip over him, and repeat. Get the tim- 
ing down, and the poor dope won't ever land 
a single fist. 


TEMPORARY TAKEDOWNS 

Upgrade your batarang to support multiple si- 
multaneous targets nice and early. You'll be 
ableto knock down two orthree heavily armed 
thugs with one toss as long as they aren't star- 
ing right at you, and you shouldn't have any 
trouble dispatching at least one of them be- 
fore the others get up. Just make sure you're 
out of sight again before the bullets fly. 


The bad guys don't play fair and will try to gang up 


on you. Just remember that it pays to fight smart. 


y —— 7] 


TIMING IS EVERYTHING 


AMBUSH ARTIST 

As soon as a roomful of armed guards is aware 
of your presence, your life gets much more dif- 
ficult, so take out as many as possible with your 
first assault. Study the patrol pattern, slather ex- 
plosive gel onto weak walls, and other key spots 
along the different routes, and position yourself 
where you can take out another roving goon just 
after detonation. With a little planning, you can 
ice five or more goons ina single attack. 


COLLECT THEM ALL 

The best source of experience lies not in com- 
bat, but in the 240 hidden puzzles and icons 
the Riddler left behind, so don’t treat them as 
optional diversions. Each one will earn you 
200 experience points, so make liberal use of 
detective mode, and explore every inch of ev- 
ery room, corridor, and ventilation duct. 


Resist the urge to just pound the attack button or dodge incessantly when facing a crowd of crazies. 
You'll rack up much higher combos if you tap out an attack, then wait until the slowed-down anima- 
tion is almost finished before deciding whether to attack, counter, dodge, or cape stun next. 


See that guy in the back with the pipe? 
He'll present a much tougher challenge 
than the others, so save him for last. 


SAVE AND SPEND 

Various Arkham inmates with knives and cat- 
tle prods will ruthlessly interrupt your combos, 
and thus limit your experience bonuses unless 
you learn to deal with them appropriately. Bat- 
man's cape stuns and split-second dodges will 
keep you alive, but require quick reflexes and 
more skillful timing with more difficult en- 
emies. Whenever possible, rack up a combo 
multiplier on more manageable goons, and 
then put a more troublesome foe down per- 
manently with a specialty unblockable special 
combo throw or takedown. 


THE ESSENTIAL BATMAN LIBRARY 


Itching to delve deeper in the Batman mystique? The following comic books will help you get under the cape and cowl 
of the iconic detective. And remember to support your local comic book store (shout out to GamePro's favorite comic 
book store, Comix Experience in San Francisco)! 


BATMAN: YEAR ONE 

A year after publishing The Dark Knight Re- 
turns, Frank Miller pulled of a return of his 
own with Year One, a study of Batman’s first 
year as a crimefighter. It’s a fantastic look at 
Batman's first tentative steps in his role as the 
Caped Crusader. This series is also notewor- 
thy because it served as one of the main inspi- 
rations for the movie, Batman Begins. 


$3140 


31$$Y13 


011231103 


BATMAN THE ANIMATED SERIES 
Okay, it isn't technically a comic book but The 
Animated Series still stands as one ofthe sem- 
inal works in the Batman franchise. It featured 
excellent writing along with a darker tone than 
you'd expect in a cartoon series. It's available 
on DVD so watch them if you haven't. Interest- 
ing bit of trivia: producer Paul Dini also wrote 
the script for the Arkham Asylum game! 


J ATMAN 
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BATMAN: 

THE DARK KNIGHT RETURNS 

First published in 1986, Frank Miller's classic 
tale reinvigorated the Batman franchise with 
a gritty style and an even grittier story. To say 
thatit had a lasting impact is a vast understate- 
ment: it not only remade the Batman character 
but the comic book industry as a whole. Along 
with Watchmen, The Dark Knight Returns re- 
mains one of the most influential comic books 
ever created. 


Loes 


BATMAN 


THE LONG HALLOWEEN 


MS ALE 


BATMAN: THE LONG HALLOWEEN 
Batman and Robin aren't the only Dynamic 
Duo in DC's stable: the writing team of Jeph 
Loeb and Tim Sale also qualifies for that label. 
Together, the two have combined to tell sev- 
eral noteworthy Batman tales, including our 
favorite, The Long Halloween. The mystery- 
tinged story follows up on events from Year 
One while also delving deeper into the origin 
of Two-Face. 


'ERSARY 
E EDITION 


BAIAN BULLAND. 


THE KILLING JOKE 
Alan Moore is the greatest comic book writer 
of all time. You can argue this if you want, but 
you'd be wrong: The man not only wrote what 
is widely considered to be the greatest comic 
book of all time, he also wrote the greatest 
Joker story of all time. The Killing Joke is a 
brilliant exploration of the Joker's origins as 
well as a perfect encapsulation of the tumultu- 
ous relationship between the Batman and the 
clown prince of crime. A definite must-read, 
even if you're not a Bat fan. 


ARKHAM ASYLUM: 


A SERIOUS HOUSE ON SERIOUS EARTH 
Home to the many villains that infest Batman's 
Gotham, Arkham Asylum has become a char- 
acter in and of itself and nowhere is this more 
obvious than in Grant Morrison's insane and 
disjointed graphic novel. With art by the surre- 
alist Dave McKean, Arkahm Asylumis a serious 
mind-trip that is both complex and psychotic, 
much like the criminals that are locked up in- 
side the walls of the famed institution. 


be ‘BUF 2. 


Being a OB is tough enough but Mitchell noticed an unrealistic number 
of interceptions during his playthrough, so don't rush your passes. ANS d 


MADDEN NFL 10 


Start planning the parade route: Madden 10's a ipu Pow contender! 


Xbox 360 


ear over year Madden catches flak for re- 
Y cycling previous content into a repackaged 

roster update. Madden NFL 10 makes a con- 
certed effort to change that perception with a 
suite of changes but don't freak out: this is still the 
same Madden you've come to adore. However, 
there's a noticeable focus on keeping you actively 
involved in the game and it's an effort that suc- 
ceeds in spades. 


SLOW RIDE, TAKE IT EASY 

The first thing | noticed was that the pace of Mad- 
den 10 is noticeably slower this year. Naturally, 
you can adjust the settings if the slightly more me- 
thodical speed isn't to your liking, but | instantly 
fell in love with the measured tempo. The chaos of 
a collapsing pocket and the ensuing panic isn't as 
immediate, giving you more time to consider your 
options before firing off a pass. And when the de- 


Speaking of OB's, getting pressure on the opposing quarterback is key. 
Even the worst Madden player will pick you apart given enough time. 
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fense inevitably comes rolling in for the quarter 
back sack, handy controller vibrations alert you to 
the incoming danger. The adjustment quickly be- 
came something | relied on. Being able to focus 
on finding an open receiver without worrying as 
much about the split-second paranoia of protect- 
ing my player was a welcome relief. 

Madden NFL 10 makes a lot of things easier for 
you. Gone are the days of agonizing menu surfing 
and superfluous training sessions before a regular 
season game. You're still able to manage the mi- 
nutiae of your team, and weekly practice sessions 
are available if you want to perfect your plays but 
everything is cleaned up to make room for more 
on-field action and congratulatory ass slappin'. 
This makes for a more streamlined game experi- 
ence, especially in the NFL Superstar mode. Bring- 
ing your custom-created quarter back through 
the ranks is much more enjoyable when you don't 
need to go to a lame practice session before every 
matchup. You can also sim past plays you're not 
involved in, which gives you these speedy pock- 
ets of intense gameplay. Just make sure you pick 
a position worth playing—making sweet plays as 
a wide receiver or OB is infinitely more fun than 
spiking the ball or repeatedly blocking one spot. 
The same simplicity applies to Madden's other 
game types as well. The Franchise career mode 
centers on the regular season, and puts the player 
trading, finance managing, and draft picking to 
the side for the super-hardcore crowd. 


A OFFENSIVE PLAYER 
OFTHE WEEK 


DEFENSIVE PLAYER 
OF THE WEEK, 


NEXT WEEK'S 
SCHEDULE 


PREVIEW, 
GBOMIN 


NFL Network talent Alex Flanagan is on hand to report on various developments around the league. 


No MORE LONELINESS 

Along with that fine-tuning comes enough new 
stuff to squash the stigma that EA Tiburon la- 
zily recycles last year's content. Rounding out 
Madden 10, and filling the void that fans have 
felt since the inception of online multiplayer, is 
the inclusion of an online Franchise mode. Fi- 
nally! The multiplayer league functions as you'd 
expect: you play regular seasons with up to 31 
of your freakishly dedicated friends with the A.l. 
controlling any neglected, vacant teams. Stalk- 
ing the stats and seeing the results of everyone's 
week is pretty exciting, and punctuating the dis- 
cussion of each other's games with uploaded 
highlight clips adds another social facet to your 
online career. 

If you don't want to stress about dedicating 
time to a season, the new online Co-op is an awe- 
some alternative. It plays a lot like an on-the-fly 
NFL Superstar multiplayer variant—you can swap 
between players at any time, and the camera is 
much closer to the field. The tension in clearing a 
route for a clean pass, defending my partner in a 
rush for the end zone, and working together to co- 
ordinate plays is something | really enjoyed. 


IT’S THE LITTLE THINGS 
It’s tough to call a sports game with an isomet- 
ric perspective “realistic,” yet Madden 10 in- 
Spires a surprising amount of believability. Little 
touches to the game like botched spikes result- 
ing in an awkward execution of your play, or see- 
ing players stumble or slip in the rain reflects the 
occasional unpredictability of the sport. Visually, 
the game shines with a realistic presentation; it 
also has some spiffy weather effects—there's 
nothing quite playing through a grueling game 
on a muddied field with snowflakes falling all 
around you. 

Madden 10 is still very much a game, tho 
and it suffers from issues that get in the way of 
its intended realism. An insane amount of inter- 
ceptions, often returned for the touchdown, made 
a lot of the games feel like an extended highlight 
reel. The pick-six frequency is as agitating as the 
A.l. which controls your teammates; sometimes 
my receivers would run away from a pass, and my 
NFL Superstar team would make poor play deci- 
sions that often resulted in a loss. For instance, my 
team went for a field goal in the dying seconds of a 
game while we were losing by four points. 


HE COULD GO ALL THE WAY... 

But even with the iffy A.l. and the unrealis- 
tic number of interceptions, Madden 10 is still a 
deeply involving experience. It's also evolved 
away from previous Madden installments, fo- 
cusing your attention on actually performing 
on the field and making the superfluous details 
optional. Yes it still is a "repackaged roster up- 
date" but it also expertly executes on the new 
ideas, making for a game that blends the best of 
the past and the future. It's a damn fine football 
game and one | highly recommend you try out. 


—Mitchell Dyer 
A % 


MADDEN N0 | 
— 
-solid football; awesome on 
options; Alex Flanagan. 


CONS: Wonky teammate A.l.; annoying fre- 
quency of interceptions. 


Table Tennis 


Wii SPORTS 


More than just new sports: Resort makes Wii motion controls interesting again. 


is one of the many events that benefits from the MotionPlus 
attachment; with it, you can pull off angle shots and put spin on 


ur strikes. 


RESORT 


was released in 2006, the original Wii Sports 

was a fantastic introduction to the concept of 
motion controls. Thinkaboutit: the Wii Remote was 
a radical departure from established video game 
controllers and without the butter-smooth motion 
control experience of Wii Sports to light the way, 
the whole experiment could have easily backfired. 


D acked-in with the Wii console when the unit 
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Of course, the game is also ridiculously fun and still 
stands as the quintessential Wii experience. 
Which is why a retail sequel makes so much 
sense. But rather than being just a simple follow 
up, Wii Sports Resort faces its own monumental 
task: familiarize Wii owners with the new Motion- 
Plus accessory and convince them to buy yet an- 
other Wii Remote attachment. Easy enough, right? 


GAMEPRO.COM 


LIKE THE REAL THING 

Actually, it is because much like its predeces- 
sor, Wii Sports Resort makes it largely effortless 
for anyone to jump into one of the 12 included 
mini-games, and although every single game 
doesn't justify the use (or requirement) of the in- 
cluded MotionPlus adapter, the ones that do of- 
fer a very positive advertisement for not only the 
accessory but the potential future of gaming on 
the Wii. 

What makes MotionPlus so compelling is the 
way it enhances each mini-game; at its best, it al- 
lows you to forget that you're simply holding a 
piece of plastic. Each slight movement of the Wii 
Remote is replicated on screen, whether it's a table 
tennis paddle or sword in your hand. The added ac- 
curacy lets you focus on the actual motions and it 
adds a nice touch of realism to the experience. 


WYSIWYG 

Of course, you'll still have to overcome the urge 
to focus on the visual representation of your ac- 
tions and instead simply play like you would in 
real life. Resort's visual style may be eye pleas- 
ing, but following the on-screen images isn't al- 
ways the best way to play. For instance, while 
playing Frisbee Dog, | found myself putting up 
much better scores when | stopped focusing 
on the angle at which my Mii was holding the 
disc and simply motioned like | was tossing the 
real thing. 


(yj bow (ea) 


Archery doesn't make much use of the MotionPlus but it's an interesting addition nonetheless. 


The same held true in Table Tennis, an im- 
proved version of the mini-game seen in Wii Play: 
the less | worried about the on-screen position of 
the paddle, the better | seemed to play. It works 
against many of the traditional notions we have 
about playing games, but it proves to be a very 
intuitive way to play, and both aforementioned 
mini-games are among the best in the package. 


SLICE AND DICE 
Also of note are the Swordplay games. Wanna-be 
Jedis should be excited as Resort finally proves 
that a lightsaber-focused Star Wars game (or any 
sword-based game, for that matter) is a real pos- 
sibility on the Wii. Split between duels, adventure- 
like Showdown stages (in which you take down 
waves of foes), and a Speed Slice mode where you 
chop up everyday items as indicated by the screen, 
these games finally give you nearly full 1:1 control. 
It's no exaggeration to say that the standard for 
melee-based action games has been set and any 
future game that doesn't support MotionPlus will 
immediately be seen as a disappointment. 

The MotionPlus attachment also improves the 
Bowling and Golf events, both of which are hold- 


a 


overs from the first game. The attachment gives 
you greater control over the spin and release of 
your bowling ball, making an already sharp mini- 
game even better. Golf has a more robust feel this 
time around, with nine new holes (for 18 total) and 
additional shot options, though it’s still tough to 
gauge the strength of your shot, especially while 
putting or chipping in. 


MoTIONMINUS 

Many of the other games make less of an impact, 
whether due to uninteresting gameplay or the lack 
of MotionPlus implementation. Wakeboarding and 
Power Cruising (jet ski racing) are both decent wa- 
ter-based events, but neither offers a particularly 
compelling experience. The Basketball games lack 
a realistic throwing motion, but the Three-Point 
Contest remains a decent diversion; the Pickup 
Game mode is just a poorly realized imitation of the 
real thing, however. The Air Sports (skydiving and 
sightseeing/dueling in airplanes) are pleasant, re- 
laxing counterparts to the more active events, but 
the remaining games, Cycling and Canoeing, both 
come across as Wii Fit castoffs, with constant, tir- 
ing motions and lengthy challenges. 


As with its predecessor, Wii Sports Resort is 
best experienced with local pals (up to four play- 
ers in most games), though the score-based chal- 
lenges mean events like bowling, archery, and 
Frisbee Dog hold up well with repeated solo play. 
Still, it’s tough to justify the lack of online play 
modes or even leaderboards, especially since the 
game has some online implementation via the ex- 
cellent option to automatically download top user- 
created Miis from the Check Mii Out channel for 
opponents and bystanders. This alone is enough 
to ding the overall score. 


STAYCATION 

But even without that crucial feature, Wii Sports 
Resort still feels like an accomplishment, not only 
because it offers a fun and accessible experience 
built around the MotionPlus attachment, but be- 
cause it may very well renew optimism in those 
jaded by the lackluster motion controls seen over 
the last couple years. It’s a very strong follow-up 
to the original and | can only hope that upcoming 
titles will build on the momentum that Resort has 
generated.—Andrew Hayward 


and Swordplay. 


CONS: A few so-so sports; no online play; not 
all games show off MotionPlus tech. 
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Alabama State Playoffs 
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This year's NCAA Football: The Trojans of USC are the Yankees of the 
college football world— much reviled and always in contention. 


Don't we all wish we could go back to college? 


i£) NATIONAL SPOTLIGHT c 


CAA Football 10 is like an above average 
N college football recruit: it plays hard, keeps 

its nose clean, and eventually gets drafted 
inthe second round. It doesn't make ESPN's Top 10 
Plays segment on a weekly basis nor does it rack 
up the jersey sales but it works hard in the trenches 
and is a great locker room presence. NCAA 10 isn't 
a superstar, but your team—or your sports game 
library—will be better off if it's on your roster. 


ERIN ANDREWS » NEW GAMEPLAY 
As we've all heard a thousand times before, "If it 
ain't broke, don’t fix it!” EA Tiburon follows that edict 
about as well as anybody could. The game looks and 
plays pretty much like last year’s version, with the 
expected uptick in visual quality and some new gim- 
micks and tweaks that are peppered in to, and allow 
me to paraphrase the legendary Hank Stram here, 
keep things “matriculating down the field.” 

My favorite new addition has to be Erin An- 
drews, who acts as the in-game sideline reporter; 
she can play on my team any day of the week. Sea- 
son Showdown mode is also a welcome addition. 
In this mode you are graded on every aspect of 
your game as you play out your school's weekly 
schedule. There's even an honor code so if you 
choose to run up the score, it will cost you dearly 
when your grade is tallied. 


ScHOOl'S OUT FOR SUMMER 
Another excellent online feature is the new Team- 
Builder mode. There's a dedicated website that 


does an absolutely fantastic job of letting you cre- 
ate a custom team that you can import into the 
game. My only gripe is that you have to use the 
website, as there's no TeamBuilder option on the 
actual game disc itself. Road to Glory mode is also 
fun and gives you the ability to watch videos of 
your saved highlights after every game, though 
the gimmick becomes stale after a while. 

NCAA Football 10 is an enjoyable college foot- 
ball sim that doesn't quite reach superstar sta- 
tus. It has a great set of skills but it doesn't excel 
in any one area. If you're a diehard college foot- 
ball fanatic then this is a no-brainer. If, how- 
ever, you're just in the mood for some digital 
football, l'd advise you to wait until Madden 10 
comes out before you sign your letter of intent. 
—Kevin Sweeney 


CONS: Road to Glory is a new title and not 
much else; EA will charge you real money for 
virtual in-game recruiting. 


issidia could've failed on so many levels. 
D First, everyone is focused squarely on XIII, 

so you know every other game is just a blip 
on the radar. Oh, and it's a Final Fantasy fighting 
game? Didn't we already try that back in 1999 with 
the lackluster Ehrgeiz? But Dissidia isn't the hor- 
rible mistake it could have been—this is Final Fan- 
tasy like you've never played it before. 


WHEN WORLDS COLLIDE 

What impressed me the most was the game's im- 
pressive roster which features a cast chronicling 
10 separate Final Fantasy titles. Dissidia's unique 
fighting engine also shines—it's a cross between 
Virtual On and Power Stone. Each fighter begins 
the match with a set amount of Brave Points, which 
essentially serve as your defense. Players maneu- 
ver their character through the battlefields where 
they lock onto their opponent and traverse each 
FF-themed level's unique terrain through wall- 
running and grinding. Each character has an as- 
sortment of Brave Attacks and defense-crushing 
special moves (HP Attacks) at their disposal. Tim- 
ing these attacks (and guarding) in tune with your 
opponent's actions is vital to your success, and 
can result in some impressive battles. Remember 
those epically choreographed fights from Advent 
Children? You're gonna be recreating those. 


COMPU 
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Battles also include series staples such sta- 
tistic-boosting items that can be equipped before 
you fight. Items range from Cloud’s Buster Sword 
to any variety of accessories characters can equip 
from the customization screen. The amount of 
equipment you can unlock is truly staggering, and 
the perks actually affect the battles, making the 
fine-tuning customization options almost another 
game entirely. You can also cast a variety of Sum- 
mons which can change the tide of battle. 


SOMETHING OLD, SOMETHING NEW 
Dissidia blew me away with its surprisingly fast- 
paced gameplay and stunning visuals, but there 
were times when the ridiculous on-screen ac- 
tion became too manic for its own good. Some 
battles also fall into the realm of button mash- 
ing and spam attacks. Match this with a schizo- 
phrenic Al and the experience can be somewhat 
uneven. But despite this, the game proves to be 
a great addition to the Final Fantasy canon even 
though it sits so far outside the franchise’s estab- 
lished RPG roots. If you're a die-hard Final Fan- 
tasy fanboy then Dissidia is definitely for you. 
—Will Herring 


ROS: Beautiful vi vol 
tasy characters; innovative gameplay. 


CONS: Battles can become tedious; picky A.1.; 
lackluster story. 


Despite the fact that it’s DLC, Shadow Complex 
delivers the same thrills as a game twice its size. 


SHADOW COMPLEX 


Proving that DLC doesn't have to stand for “disappointingly little content" 


[CODED TRANSMISSION] 

[RED TAG=Shadow Complex] 
[KEY=X1-Delta-B] 

[PRIORITY CLEARANCE=EYES ONLY] 


[TRANSMISSION BEGINS] 


Listen. I don’t have much time. 


They’ve 
keyed into my position and they’re clos- 


ing fast. I'll have to make this quick. 
Infiltration of target A com- 
plete. Acquisition of project ‘Shadow 
Complex’ complete. I repeat: acquisition 
of project ‘Shadow Complex’ complete. 
Field notes have been uploaded to data 
house [MN EN. Initiating extrac- 
tion protocol six-one-nine-charlie. That 
chopper better be there on time, Com- 
mand, or I'm going to be pissed. Wait a 
minute..hang on. 
No. 
No, come on..not now. Not— 
Damn it! Position compromised, Command! 
Aborting six-one-nine-charlie! I repeat, 
abor— 


[END TRANSMISSION] 


[CURRENT AGENT STATUS=MIA] 
[STATUS OF KILLSWITCH=inactive] 


[ATTACHMENT] 
[HEADING-FIELD NOTES] 


[GREEN TAG-Agent TKK] 


Dev 


in scope than we initially thought. Prelimi- 

nary field reports did not fully account for 
the complexity and sophistication of the project. 
Though development was thought to be small- 
scale, it is now clear that it is far bigger than we 
realized. Shadow Complex is similar in scale to 
previous inititaves such as Symphony of the Night 
and Super Metriod. 

Visually, Shadow Complex shows a level of so- 
phistication previously unseen in a project of this 
size. They must have recruited some top talent for 
this one, Command. | was pretty damn impressed 
by what | saw. The 2.5-D plane works well, even if 
navigation is sometimes hampered by the camera 
angles. You wouldn't think such a small project 
would be capable of delivering this level of visual 
complexity but you'd be wrong. 

Gameplay wise, Shadow Complex follows the 
protocols found in the two inititives mentioned 
above. | didn't see anything particularly new or in- 
ventive; it looks like they're just working off the 
same playbook. But again, the level of refinement 
is pretty damn impressive. This thing moves like 
butter and tastes just as good. The gun battles are 
satisfying, there are tons of secret areas to un- 
cover and even though it moves you along a linear 
path, it never feels stunted or closed off. You're 
constantly acquiring new powers and abilities and 
these open up previously unaccessible areas; it's 
damn addictive, Command. 

Fortunately, the threat level isn't nearly the 
same. While Shadow Complex does a good job 
of mimicking the formula, it doesn't contain the 
same level of depth or complexity, especially in 


T he Shadow Complex project is much bigger 


terms of story. Still, | wouldn't second-guess its 
threat capability. This thing has the potential to 
cripple a victim's free time reserve. 

The delivery vehicle also has me worried. This 
thing is designed to infiltrate systems through 
the XBLA protocol at a cost of 1200 MSP. That 
may seem prohibitive but it's not; | predict adop- 
tion rates will be high. Thankfully, the infection 
only lasts about five to six hours, possibly seven 
or eight in severe cases. There's also a secondary 
pathogen called "Proving Grounds" that may ex- 
acerbate things. Though infection times may seem 
minimal, the effects, while they last, are noticeable 
and include a sense of euphoria and elation. 

In conclusion, | have no choice but to label 
Shadow Complex a high priority threat. I’m still 
shocked that project of this scale could produce 
such a viable threat but | guess it's a lesson not to 
underestimate the capabilities of the digital distri- 
bution channel. [END NOTES] 


| PROS: A terrific action experience and furth: 
proof that DLC games can be just as compelling 
as full-pledged products. 


CONS: Lackluster story; fairly linear game- 
play; 2.5D plane makes navigation a bit tricky 
attimes. 


The characters of Fate/unlimited codes, like the Rider and Berserker shown here, may not be 


household names, but they have the potential to become stars thanks to the game's strong storyline. 


G amers know whatto expect when it comes 
to fighting games—special moves, overtly 
sexualized characters, and fast paced 
combat are par for the genre. But what makes 
a fighter truly memorable are its characters. If | 
throw out the names Sub-Zero, Chun-Li, and Jig- 
glypuff you know what franchises I’m referring to 


AEA 


Cartoon Violence 


Mild Suggestive Themes 


because they're hard to forget. That's what makes 
Fate/unlimited codes such a worthwhile fighting 
game: it commits to building the backstory of in- 
dividual characters, making them more than just 
animated fighting puppets. 


A NEW CHALLENGER APPEARS 

A port of an arcade and PS2 game released only 
in Japan, Fate/unlimited codes follows the jour- 
ney of seven Masters and seven Servants, all 
vying for the highly coveted wish granting Holy 
Grail. In order to capture the cup, gamers must 
fighttheir way through a series of weapons-based 
battles. Combat is a breeze to pick up, and with 
three different modes for gamers to learn from 
(Practice, Mission, and Tutorial), you can tell de- 
veloper Cavia wants this to be a fighter anyone 
can master. 


PREPARE 


— 

Complimenting the controls are the visually 
stunning character models and animations. The 
action is swift, dynamic, and incredibly detailed; 
the game looks so good | would often forget that 
| was playing on my small PSP screen. And for 
those of you who like your badass chicks curvy, 
you'll see more bounce in this game than in a bowl 
of Jell-O. 


You GOTTA FIGHT... 

But what truly makes Codes unique is its attention 
to its characters, not just in their appearance or 
fighting style but also in the development of their 
individual journeys. Unlike other fighting games, 
Codes has a strong backstory, thanks in part of 
it being based on a popular visual novel called 
Fate/stay night. Each character's backstory shines 
through and gives players a reason to root for or 
against certain fighters. 

Packed full of great content (more than 250 
missions, unlockable illustrations, movies, and 
character models) and supporting local wireless 
play, this is game that belongs on your PSP. Fate/ 
Unlimited Codes may not be a household name 
yet, but just give it some time.—Terry Terrones 


FUN FACTOR Seeeeren DOCET E 


PROS: Tons of content; great character devel- 
opment; fun to play. 


CONS: Source material may be unknown to 
most gamers. 


FOR 


AN ALL-OUT B 
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It isn’t a pure simulation but Heroes over Europe does deliver a good dose 
of aerial thrills for pilots just looking for a good dogfight. 


HEROES OVER EUROPE 


Another arcade-style WWII dogfighting sim lands on our consoles but does it soar or crash land? 


ric 


Developer 


orld War ll-themed arcade flight-com- 
W bat games are nothing new; this console 

generation has already dive-bombed us 
with two entries each in the Blazing Angels and 
Battlestations series. Heroes Over Europe— sequel 
to Heroes Over the Pacific—offers armchair aces 
yet another reason to climb back into the cockpit, 
provided you already have a love for the genre. It 
has plenty of missions, authentic aircraft, and en- 
gaging gameplay; unfortunately, it isn't anything 
you haven't already seen in any of the other titles. 


WHITES Or THEIR EYES 

Thankfully, Heroes does differentiate itself a bit 
with its FPS-like "Ace Kill" system; this fun fea- 
ture allows dead-eyes to slow down time and tar- 
get specific parts of their enemies. So, with a little 
skill and some breath-holding, you might be able 
to tear off a wing, explode an engine, or get really 


personal and plug the pilot. While this mechanic 
might seem more at home in a head shot-happy 
shooter, it works well here, injecting a bit more 
adrenaline into the gameplay. 

Additionally, an end-of-mission stat screen 
tracks these precise hits, among other things, en- 
suring more determined flying aces take the time 
to score these more creative kills rather than just 
unleashing a barrage of hot lead from afar. It's a 
nice little incentive to actually hone your skills 
rather than go the spray-and-pray route. 


ON Your Six 

On top of nailing the arcadey combat, Heroes im- 
merses players ina rich visual presentation, com- 
plemented by excellent production values. Flying 
into the smoke and debris of an enemy you just 
fried never gets old, and taking in the beautiful 
scenery will occasionally make you forget you've 


got a pissed off German pilot on your tail. Whether 
you're making a pass by Big Ben or just taking in 
the snow covered serenity of the French Alps, the 
eye candy is plentiful and varied. 

There’s also a multiplayer mode that | wasn’t 
able to try due to the fact that multiplayer servers 
weren't up and running but | can easily see it add- 
ing a nice layer to the overall experience. The tight 
controls and Ace Kills mechanic are sure to trans- 
late well to the online experience. 


RADAR Lock 

The solid combat and engaging visuals might not 
be enough to recruit new fans and the emphasis 
on arcade-action means serious simulator fans 
will want to stick to their modded flight sticks, but 
Heroes offers enough to please wannabe pilots 
who just want to take to the skies for a little dog- 
fighting fun.—Matt Cabral 


cessible controls; “Ace Kills” are a blast. 


CONS: Aside from the “Ace Kill” mechanic, HOE 
doesn't do a lot to separate itself from the pack. 
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THE BONUS Over the years, the phrase “gamer” has come a long way. What was once an elite sub- 
culture has flourished over the years into a full-fledged way of life. The impact of gamer cul- 


ture is extremely prevalent, affecting everything from the silver screen to the funny pages. 
Join GameProas we take a look at everything that makes the gaming community great, from 
the latest DVD and comic book releases to everything in between. 


Friends Playing 
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ndoubtedly one of the most celebrated film- 

makers of the 20th century, director Hayao 
Miyazaki is solely responsible for crafting some 
of the finest animated epics of the past 40 years. 
In commemoration of the beloved animator's as- 
tounding career, VIZ Media is releasing Starting 
Point: 1979-1996, an astounding collection of es- 
says, memoirs and interviews from the creative 
mind behind such masterpieces as Castle in the 
Sky, Kiki's Delivery Service, Porco Rosso, and Prin- 


D T .| 


2 Website: viz.corr 


HAYAO KI | cess Mononoke: Featuring a fitting introduction iving in the age of online social networking, this genera- 
from Pixar's own John Lasseter, Starting Point is tion has a wide variety of public forums, applications and 
a must-own for fans of Hayao Miyazaki's exciting websites to choose from for all of their blogging, tweeting 
and enchanting career. and socializing needs. Between the Facebooks, MySpaces 


and Twitters of the world, it's still relatively unheard of for the 
networking clients of the world to cater to a specific crowd— 
much less gamers. Enter Raptr—a spectacular new chat cli- 
ent that not only monitors what you're playing, but assists 
in match-making, achievement-boasting, and friend-finding. 
Weighing in at an incredibly light 100k, gamers world-wide 
will be hard-pressed to find a more innovative and engaging 
way to play. 


WHATEVER HAPPENED TO 
THE CAPED CRUSADER? 


" Webs 


e: dccomics.com 


eath may be an everyday occurrence in comic 


books, but it's not nearly as often that you get a 
story as in-depth, enthralling and thought provok- 
ing as Whatever Happened to the Caped Crusader. 
From the dynamic duo of Neil Gaiman (Sandman, 
Coraline) and Andy Kubert (X-Men, Batman) comes 
this thrilling examination ofthe life and times ofthe 
Dark Knight himself. With this astonishingly in- 
trospective study of the man behind the cape and 
cowl Gaiman and Kubert have crafted one of the 
most memorable Batman stories to date in this 
spectacular hardcover collection. 


THE STATIONMASTER 


m Website: viz.com 


XCM Cross BATTLE ADAPTER 


W e may be through with the past, but the past 


ain't through with us.” From award-win- =e 

ning novelist Jiro Asada comes The Stationmas- 

ter—an exquisite collection of eight short stories f you're a gamer who wants a simple controller solution for 
exploring themes of forgiveness, struggles, loss two-console households, the XCM Cross Battle Adapter 
and love. From a jaded railway man finding un- Plus is built for sharing. With this small USB-compatible 
expected company on a cold winter's night to the adapter, you can use your Xbox controller flawlessly with 
chronicle of a world-weary couple attempting to your PlayStation 3. All it takes is a simple plug in, and you're 
re-capture their lost love, The Stationmaster is an good to go—the Battle Adapter even comes with a built-in 
intriguing, heartbreaking and irresistible anthol- Turbo function for each button. There’s no need for instruc- 
ogy of redemption and reconciliation. tions, no tutorial, no hassle: Just plug and play. Take that, 


console fanboys! 
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LETTER OF THE MONTH CoNTEST 


SONY 


TRANSFORMERS: 
REVENGE OF THE FALLEN (PC) 


The Letter of the Month winner will receive Trans- 


formers: Revenge of the Fallen for the PC by 
Activision. Rated Teen (Mild Language, Violence) 


by the ESRB. Battle on! 
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A LITTLE PERSPECTIVE? 
Asimple change in perspective, orinthe 
way a subject is approached, can trans- 
form a game that's typical and mun- 
dane into something great. A developer 
doesn't always have to invent some- 
thing as unique as BioShock's Rapture 
in order for a game to be special. 

For example, World War Il games 
have been done to death; the setting is 
so played out. Except that it really isn't 
played out at all. The events of WWII 
weren't just isolated to the battlefield. 
Imagine a WWII game taking place in 
a concentration camp, played from the 
perspectiveofaguardwithacrisisofcon- 
science... How is it that a setting which 
has been used in so many games is still 
so untapped? 

Imagine a Madden game played 
from a first-person perspective. How 
intense would that be, if it were done 


Greg Holt—via Internet 
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well? As an example, Uncharted wasn’t revolutionary. Naughty Dog did what 
Tomb Raider had been doing for years, only they made the protagonist a dude and 
incorporated Gears of War style-gunplay and cover mechanics. And Uncharted 
turned out to be a great breath of fresh air. The point is, to make something inter- 
esting all you need to do is adjust the way you approach it. Look at it a different 
way. “Introduce a little anarchy. Upset the established order, and everything be- 
comes chaos.” That’s when people pay attention. 


Insightful comments, Greg. Let's hope a few game developers are reading this 
right now. For my money, l'd love to see a game set inside a gigantic creature. 
How's that for a change of perspective? Remember that old NES game, Abadox: 
The Deadly Inner War? Gimme some of that stuff, please. 
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LEGOSHOCK 


You are in a twisted reality which was once a 
space station utopia, but now it's in ruins after a 
disastrous event. LEGO pieces are scattered ev- 
erywhere in this mess. To make matters worse, 
robotic creatures of malformed designs are run- 
ning amok and out to get you. It's up to you to 
figure out the mystery of this fallen paradise and 
survive in one piece, so to speak. You must col- 
lect LEGO pieces in order to assemble powerful 
weapons and defeat these monstrosities. The 
more pieces you collect, the more weapons and 
devices you'll have at your disposal. 

Adrian Bullock—via Internet 


I'd play it! Thanks for sharing, Adrian. 


PSP Go or PSP No? It all depends. 


UPGRADE TO PSP Go? 

I'm thinking of buying a PSPGo, but | need to 
know a few things first. Since it won't use UMDs, 
will the downloadable games be available the 
same day as the disc version? | have quite a few 
PSP games so far that | still pick up and play ev- 
ery once in a while, will old games be ready for 
download also? | already see some are on the 
PlayStation Store, but not too many. 

On another subject, is Sony releasing every 
PSOne gameon the PlayStation Store, or just cer- 
tain ones of their choosing? If so, will Legend of 
Dragoon, Final Fantasy 8 and 9, and Valkyrie Pro- 
file by available? Also, will PS2 games be avail- 
able for download on the PSP in the future? 

P.S. Maybe l'Il wait for a 16GB memory stick, 
so | can play my old UMDs and downloaded me- 
dia too... 

Ariol Cimage—Pompano Beach, FL 


The PSP Goisatempting piece of hardware, Ariol, 
butitsoundslike you might be better served stick- 
ing with your classic PSP for now. It gives you the 
flexibility to play any game—whether UMD or 
downloaded—on the same piece of hardware. 

As for your other questions, here's what | 
know. Sony hasn't spoken much of plans to re- 
lease PSP games on UMD and download the 
same day, but | think it will happen. Older PSP 
games may make the jump to the PlayStation 
Store, but | don't expect every PSP game to be 
available for download...at least, not right away. 
As for PSOne game downloads, no, Sony won't 
release every PSOne game on the PlayStation 
Store. They've announced plans to port 100 or 
so PSOne games, but the full list of titles hasn't 
been released. 

As for PS2 games going to the PSP, | think 
that's unlikely given the lack of dual analog sticks 
onthePSP, as well asthe handheld's lesser graph- 
ics power. | do think downloadable PS2 games 
will be coming to the PS3 by the end of the year, 
however. Hope that helps! 


Wii AND ME? 

From what I've seen of the E3 coverage this year, 
I'm excited about the first-party games like Zelda 
and especially Metroid: Other M. But sadly, it’s true 
that third-party developers don't give the same 
love to Nintendo. And that's hard to understand 
because the Wii is at the number one spot... Both 
Microsoft and Sony dedicated about one eighth of 
their conference time to their new motion-sensing 
controllers. As usual, Nintendo innovates and the 
rest imitate. Like the digital pad, shoulder buttons, 
analog thumbstick, rumble, wireless controllers 
that worked well, and avatars. Motion sensing 
seems like it's here to stay. 

Gustavo Hsu—via Internet 


The Wii is an odd case, Gustavo. Worldwide, Wii 
hardware sales are an enormous success. Soft- 
ware sales, though, are a very mixed bag for the 
third-party publishers. Publishers such as EA are 
putting a huge emphasis on supporting the Wii 
with new games (see EA Active and Dead Space 
Extraction). These companies would love to figure 
out the formula to making a smash-hit Wii game, 
butthey haven't struck paydirt yet. Judging by the 
game sales, Wii owners are perfectly happy buy- 
ing the Nintendo-made games and ignoring ev- 
erything else. 

There's also no doubt that Nintendo is a hard- 
ware innovator; | just wish they'd broaden their 
horizons a bit and move beyond the Mario/Zelda/ 
Metroid formula they've stubbornly stuck with for 
all these years. We'll see. 


Yes, definitel 
4695 


No way, the controls suck for FPS 


[W GAMEPRO.COM POLL kesuits as oto 


Can the Wii handle a great first-person shooter? 
The Conduit, Metroid Prime 


Possibly, though it hasn’t happened yet 


Sid sez: The Wii has been a huge success story for 
Nintendo. But for third-party publishers, not so much. 


RED FRICTION 

What do you think is next for the Red Faction se- 
ries? Do you think they'll use the Geo-Mod 2.0 en- 
gine, or something better? 

James Cooke—Houston, TX 


Frankly, | hope anything is next for the Red Faction 
series. RF: Guerrilla isn't exactly lighting the sales 
charts on fire, despite being one of the best games 
to come out in 2009. Seriously, folks—buy a new 
copy of Red Faction Guerilla right now. If you en- 
joy action, shooters, or just blowing crap up, you'll 
love it. Support good ones! 


id 


That said, if a sequel does come out, I'd love to 
see it integrate features from the original Red Fac- 
tion on the PS2: tunneling into walls and into the 
ground, for starters. Think next-gen Dig Dug. That, 
combined with the massive physics destruction 
from Guerrilla, would be killer. Dontcha think? 


RUMBLE PIT 

| was wondering what you thought the best fight- 
ing game of this year is, so far. | think it's Blaz- 
Blue as of right now, it has me hooked. | had to 
set down Gears 2, Team Fortress 2, and Halo 3 so 
| could play BlazBlue all night. And with King of 
Fighters XII coming who knows what will happen 
in the fighting game genre. What do you think? 
JC McPwnzor—Des Moines, lowa 


The fighting genre certainly has seen a minor re- 
naissance, JC, but | was born a Tekken fan and I'll 
die a Tekken fan. I’m no longer a big 2D fighter 
player, outside of an occasional Street Fighter 
IV or SFII match. I’ve been very pleased by my 
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hands-on time with Tekken 6, and I’m eagerly 
awaiting Soul Calibur: Broken Destiny on the PSP. 
| will say that BlazBlue and King of Fighters XII look 
gorgeous; they’re just not my cup of tea. 


Mo’ Monty, Mo’ PROBLEMS 
| know this is not a question you usually get, but 
| can't ask anybody else and GamePro is my fa- 
vorite magazine. The question is: Do you have any 
tips on how to make more money? I’m just a kid 
so | can't go get a real job, and all the money | get 
on Christmas and birthdays goes to video games. 
And they're not cheap! 

l've tried everything! Please no lemonade 
stands, and I'm not good with little kids or dogs. 
Please help! 
Kinga Zdziebko — Burbank, IL 


The economic downturn affects everybody, 
Kinga, but there are some things you can do to 
get more bang for your buck. For instance, you 
might want to look into subscribing to GameFly, 
a Netflix-style service that enables you to rent 
game discs through the mail for a more affordable 
monthly fee. If you play PC games, you might also 
give Steam a try—they have good deals on older, 
but still great, games from time to time. 

In terms of earning more money, though, it all 
depends on your talents. Are you a good student? 
Maybe you can earn a few bonus bucks by tutor- 
ing a classmate who needs help. You could try to 
bribe your parents (my time-tested technique) for 
a bigger allowance by helping out with housework 
and yardwork. Or maybe canvas your neighbor- 
hood for work mowing lawns or washing cars. 
None of these techniques are glamorous, but they 
might keep your wallet from imploding. Best of 
luck! Let us know how you do. 


THE Bic 2-0 


First off, congrats on hitting 20 years of business! 
| saw an article you wrote about rating the top 


Hey GameGirls! | love the site. My question is, at 
what point will it be appropriate to remove the 
prefix girl from girl-gamer, and simply be con- 
sidered a gamer? Kauai Sniper—via Internet 


Nikole answers: 

| don't think the prefix is ever really needed. To 
me, it’s something to set us as bloggers a part 
from everyone else. | really just see it as a mar- 
keting term. There are a lot of people out there 
that still don’t think females play games, so 
sometimes we have to differentiate ourselves 
from the term “gamer” so the issue is brought 
to light, | guess. | do not consider myself a gamer 
girl, | am a girl, that’s just a fact. | really enjoy 
video games, so | am both a girl and a gamer. If 
you want to combine that to make “girl gamer,” 
then great. It’s just a title though, it doesn’t 
change anything. 


Send your questions to the 
Game Girls at GameGirl.com 


five best GamePro magazine covers. | liked them 
all but | would suggest a runner-up: the Decem- 
ber 2006 issue number 219. Not only is it one of 
my favorite covers, but it’s also the first issue of 
GamePro | ever read! | just think it’s cool that the 
poor guy fighting Link is going to be chopped up 
in a few seconds by his Master Sword. | hope you 
like this choice! GamePro is my favorite gaming 
magazine hands-down. 

Andre Longon—Lafayette, LA 


You da man, Andre. What do you think of this 
month's Assassin's Creed ll cover with Ezio? 
Not bad, eh? 


‘DRAGON BAL Z STRIKES! 
THIS TIME ON THE 


Revealed: The December 2006 GamePro 
cover in all its glory. What's your favor- 
ite GamePro cover of all time? Email Sid at 
sid_shuman@gamepro.com and spill it! 


PUNCH DRUNK 

Fight Night Round 4 hasn't been out long and al- 
ready there is trouble a-brewin' for the EA fran- 
chise. For starters, the lack of certain "Golden" 
and "Pretty" boys mysteriously missing from the 
roster have left many wondering, "is there going 
to be a premium to pay for future DLC?" And sec- 
ond, what's up with EA forcing us to use their all- 
new "intuitive" analog stick controls? It's wrong 
for companies to force gamers to enjoy playing 
video games their way. EA has most definitely 
shot themselves in the foot—and in the pocket, for 
that matter—by not allowing gamers the option 
to choose different control schemes. | for one will 
not be purchasing their game. One can only hope 
that EA is working on a patch/update to remedy 
their situation. 

Fely Lopez—Simi Valley, CA 


Gotta agree with you, Fely. I’m mystified as to 
why EA would choose to eliminate the popular 
“button-punching” control scheme from FNRA. 
I'm an analog stick puncher and | still agree that 
button-punching should be an option. Luckily, 
there's been some talk that EA might add this mode 
back in a patch, as a way to appease the frustrated 
fans. Maybe it'll even be released by the time 
you read this! Here's hoping. Memo to develop- 
ers: players want choice. After all, they bought the 
game. Right? 


Reader Reviews 


THE CONDUIT 

B (Wii) 

By RustikVans 

What attracted me to this game was 
High Voltage Software saying they 
are doing things with the Wii others 
can't. We all know the Wii is underpowered com- 
pared to the PS3 and Xbox 360, but | think High 
Voltage has done a fantastic job bringing a first- 
rate FPS to the Wii. The controls are completely 
customizable; you will find the perfect control 
scheme if you try. Shoot, it took me an hour, but 
once | got the controls down, it was on. For a Wii 
game, the graphics are easy on the eyes. The story 
could have been a little more involved, as it felt 
broken at times. Also the computer A.I. seems to 
have been left on the drawing board. | think Wii 
owners need this game in their library. 


Fun Factor; | * sese 


PROTOTYPE 

(PlayStation 3, Xbox 360) 

^ By Blade2012 

Prototype is an unbelievable, "de- 
stroy-anything" game. Just think 
Die Hard, The Incredible Hulk, and 
the T-1000 all fused into one game. With amaz- 
ing weaponry and abilities in your arsenal, power 
is at your fingertips. Not only can you tear apart 
anything that you touch, but you can use weap- 
ons dropped by the military and hijack their ve- 
hicles. If you want a game that makes you feel like 
you are an indestructible killing machine, this is 
the game for you. There are only a couple of flaws: 
The graphics are not really up to par, and the cam- 
era view around the character is a little too close. 
Butthese are only minor issues. Prototype should 
be a part of your collection. 


Fun Factor: kók á 


WRITE TO Us: 


Got a question or comment? Write to us with your name and town via e-mail: feedback@gamepro. 
com or GamePro, Head2Head, 501 2nd St., Ste. 114, San Francisco, CA 94107 (Be sure to tell us your 
city and state, too.) The best letters will be rewarded with publishing bragging rights in future is- 


sues of GamePro. 


CONNECT ONLINE: 


Go online, follow your favorite games and systems, and sound off on breaking stories. 


GamePro.com 

Breaking, extensive, and media- 
GamePro rich coverage of the biggest 

and freshest games. Check out 

the forums, too—they're the 

Internet's best-kept secret! 


GameGirl.com 

Girls play video games, too! 
igi One of the hottest sites in the 

GamePro.com network. 


Harry Vargas 
of Bronx, NY 


SlobsOfGaming.com 


Wee Full of unhealthily obsessive fea- 


[3 tures, gaming culture, and over- 
enthusiastic gaming detritus. 


OMGHalo.com 
24/7 coverage of all things Halo. 
All hail Master Chief! 


XboxFanForce.com 
3 News for Xbox fans, by Xbox 
veox FAN FORCE INN 


Send us your art! 
GamePro magazine « Art Attack 

501 Second Street, Suite 114 

San Francisco, CA 94107-1431 
artattack@gamepro.com 


All art becomes the property of GamePro magazine. Sorry, we cannot retum artwork. We will accept color photocopies or digital scans. 


Next Issue: 
GamePro November 2009 Issue * On Sale October 6, 2009 
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BETTER TECH AND MORE SERIOUS. 
PS3, XBox 360, PC 


Bad Company 2 expands on the impres- 
sive technology seen in the first game. 
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